CRASH Readers Vs the programmers. 
Full report on the day's play... 
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system to be made for a long 
while. The most obvious change 
of all is probably the introduction 
of signed' reviews — at the 
moment we have three regular 
ano testers and from now on 
Paul and Mike will be adding 
their names to their comments. 
yd has been receiving regular 
appeais in his postbag for our 
reviewers to make themselves 
known, and we have decided to 
bow to the weight of opinion úinfiu- 
enced just a little bit by Ben, Paul 
and Mika who were getting a bit 
tired of remaining anonymous). A 
glance at 14 of this Issue 
should provide you with some 
background information ... 
Identifying the reviewers should 
help you make ju ents about 
the validity of their criticisms — you 
may dec that one reviewer 
shares your tastes more closely 
than the others, and consequently 
give more weight to his opinions. 
| Altermatively, you might detect 
| that one member of our reviewing 
team doesn't like platform games, 
for instance, and bear this factor in 
mind when reading his opinions on 
the latest platform 


The COMME section of the 


reviews has also undergone a 
slight modification. 
n the early days, when joystick 


interfaces were comparitively | 


new, most Spectrum owners were 
very concemed how a game 
responded to the keyboard. Now- 
adays the keyboard response is 
less important as most games 
achieve a similariy high standard 
of keyboard control. We've opted 
to drop Keyboard play entirety. 

Developments have overtaken a 
couple of the percentage ratings 
as well. 

Originally, Use of Computer 
was used to evaluate how easy it 


was to use the computer to playa | 
game, taking into accountthe pos- | 
itions of the control keys (in thehis- | 


toric days when definable key 
options weren't invented!) and the 
range of joystick options (when 


there were lots of different inter- 


faces all competing to become the 
“standard'). 

Getting Started was created as 
a rating to quantify how clear the 
instructions on the use of the con- 
trols were, and took into account 
how well the objectives of the 
game were described. Packaging 
and loading also came into a 
game”s Getting Started rating. 

After much discussion, we've 


ENSURE YOUR REGULAR 
COPY OF CRASH 


When a magazine is rising in circulation as rapidly as 

CRASH is doing it tends to sell out immediately and you 

ny anperânco difficulty in obtaining your copy every 

month. So the best thing to do is place a regular order with 

sa newsagent, which you can do by handing him 
is form. 


Please pl me a lar monthly order fc 
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A NEW RATINGS SYSTEM 


decided to drop Getting Started 
and Use of Computer and intro- 
duce a new rating: Presentation. 
Presentation takes into account 
most of the elements of the two 
ratings il replaces and is intended 
to cover sound, as well as the 
range of options presented to the 


| Player, the packaging, instructions 


and to some extent, the scenario — 
in fact, anything not involved in the 
actual game itself. 

To recap on the remaining rat- 
ings: Graphics is self-explanat- 
oryv. Playability qau the 
amoumt of fun to be actually 
playing a game, while Addictive 
qualities indicates how long you 





Value for money 
Overall 


| payto play. 


with these changes .,. 





| Graphics | 
Playability Sa 
Addictive qualíties 15d 


| Value for money 





















want to play the game and how 
often you'll wantto come back and 
have another go; Value for money 
should be obvious; and finally, in 
the Overall rating we taka into 
account all the other ratings before 
coming up with the final analysis — 
which isn't arrived at by taking an 
average of the other five percen-. 
tage ratings. Addictive qualíties, 
Playability, and Value for money 
carry more weight than Presenta- 
tion and Graphics, which are, 
after all, the gloss on the game you 


Let us know how far you agree 







Presentation 






Overall 






15,37,115,131 
119 
12,25 | 
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20 years in the same location 


6213 WSTALLWORTHET Harriton 2217 


VISIT Paula's Puppyland - Air 


Conditioned, AI pop. breedo. 100s to 
pick from. 
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| ral back-slappin 


Ciwistmas 18 traditionally te saio 
af vear for gong-giINa and gen- 
dral back-siapping. The CRASH 
staH put their heads 2] ed 
CI LEAM Sã Ar mi | ones À FOMm à E 
the Spiky-Hairer ? Err 
| and the motley Crew fr om cid 
and between them they came up 
with aq list of companies ana gar es 
that “everyone agreed deserveu 
“+acognitian mo the traje ie 
Awards ar 1986. dust DE 3 
Christmas our Publishing Era 
| tive put on his dress Doc Mai id 
and handed oui pipa ot sa 
E ica EC E he ingqus E | LRL=) 
het e London's Hilton Hotel. Su 
“On the Spectrum a e E 
ê F - Bes te =| Of EA Rd mi] 
award tor Best Gam 
o eraralider 128 from RAINBIRD. 
anca tom OCEAN took He Best Fimi 















Ta foliow up their highhy success- 
ful Trivial Pursuit, DOMARK have 
released the first in their promised 
seres Of additional question sets. 
| Trivial Pursuit, Young Plavers 
Edition comes in two forms: as a 
game in its own right at 214.95, 
and as a tape holding an extra 
5.000 questions to be used with 
the original Genus Edition at 
7.95. The questions cover topics 
ranging from Grange Hill to The 
Wizard of Oz and should provide 
| youngsters with a chance to run 
rings around the older generation, 






















Another crop o! compilations has 
been gathered in. Five Star from 
BEAU JOLLY contains a quintet of 
games, all of whlch collected high 
ratings in CRASH: doids from 
MARTECH, Equinox and Three 

| Weeks im Paradise ffom MIKRO- 
EN, Back To Skcol from MiGROS- 

| a si A ELECTRIC 
DREAMS. The whole lot, two cagset- 
tes, intay and entry to a competi- 
tion costs C9.85, 

UctimaTE fans wont want to 
miss two [9.99 Linbelievabie Ulti- 
mate compitations released Ea us 
goLo. One tape Includes Ati Atac, 
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ars" Amards. 





who's knowledge of Duran Duran 
and Ah-=ta might be a bit rusty. 
Further versions are in the 
pipeline. The Baby Boomer ver- 
sion, due out by Easter, is for 
closet hippies born in the years of 
the post-war baby boom. These 
are the people who've stillgot their 
Kaftan hidden in the bottom ofthe 
wardrobe and believe flares will 
make a comeback. Genus | 
should appear around next Christ- 
mas, providing Trivia lovers with 
another 6,000 general knowledge 


| questions. 


COMPILATION 
CORNER 





SabreWWulf, Undarwuride and Aller 
8 — the other contains four golden 
oldies Jetpac, Tranzam, Lunar Jdet- 
man ano Past. Scott Adams fans 
might want to pick up a previously 
unreteased adventure from The | 
Master— Buckaroo Bonza'-which 
appears on the Scott Agams | 
Scoops collection with Voodoo | 
Castle, Strange Odyssey and 
Pirate Adventure. Then there's the 
gd cs pack, álso from 
us GoLD which features Bruce Lee, 
Pote Position, Zorro and Cyberun, 
priced at £9,99. 












he prepares to announce the winners of the NEWSEFIELD 
Awards 


VV Paula Byrne from RAINBIRD is pleased to collect the certifi- 


4 rare photo of the Doc Martened One in full dinner dress, as à 


cate naming STARGLIDER 126 as the best Spectrum gamo 
produced in 1986 





A cherity auction in aid of the NSPCC ended the evening— the 
Aucilonser's Assistant holds up an Oli Original which was 
eventually knocked down for over £ 1200 in alu of battered 
children 










































ton has a black-coloured intay, 
This version will NOT work with the 
new Spectrum Plus Two, and 

| there may also be problems when 
using a Kempston joystick inter- 
face. If you experience elther of 
these problems, take the tape 
back to the shop you purchased it 
from, and exchange it for a copy 
with a Duff coloured inlay, which is 
a later version with these bugs 
cleared up. 

À spokesman for us G0LD said 
the. company would like. tô 
apologise for any inconvenience 
caused. Apparenthy, quite a few 
problems have been encountered 
when getting versions of the com- 
pany's games to run on the Plus 
Two — the machine appears less 
tolerant to some Torms-of piracy 
protection and fast loaders than 
the carller types of Spectrum. 

Thanks must goto P Margetson, 
who contacted CRASH by Mic- 
ronet on our MBX number 
(105645851) to inform us of this | 
problem. 


Gauntiet, Us G0LD"s Smash arcade 
| conversion, may present prob- 
lems when it comes to loading the 
dungeons into your Spectrum, 
There are two editions of the 
game in circulation. The first edi- 


























































Demolition is the sincerest form of criticiam. We sent the Lud- 
low Maria rig dq crL'sHOQ recentipto E lia diga! 
a copy of the long awaited Cyborg. No? Okay, so CAL 
sent us this picture to emphasise the fact that a new 
game called BallBreaker is on its way... 
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| Iwonewcompanieshavedecided | separate labeis specialising in 

to set sail on the stormy waters of | utilities and adventures. 

the games software market. VON- ALTERNATIVE SOFTWARE IS 

sort somewhat  optimisticaly | another new company which 

do a to Pt ve de cent piano to concentrate on the. 

o market, w enty releases 

| Jonathon Eggeiton, designer of the Genesis game KAT TRAP, inthe first four months tia voar. e O O Na lero s 
demonstrates the finished product to John Rowlands, the software This assault will start with | Hoard are the first two on Y 
pp Lad DR | ARENA, a graphic adventure | release schedule. Products a 
ousty awaiting the verdict. ] selling for 4.95. Accordingto von- | also in preparation for a utilities 

soFT, buying the game will entitla | label — suMMiT SOFTWARE — which 





Owing to their extensive chain of retail outlets, SMITHS decision 
to stock a game can have a dramatic effect on its sales. According 


to Mark Strachan, KAT TRAP had already clock you to enter a competition for a | should kick off with a 29.95 art 
sales before 1987 began! iisiaaiindho Rica a prize worth at least £ 10,000. Later | package called Art Master 


in the year, they plan to launch 











E NOW AVAILABLE — -the official Spectrum Upgrade! -SE4 


Turn your Spectruminto * 
a E spectrum + for just £23 








professtonal full-size veyboaro + E150 p + p 
- includes 17 extrakeys 
e Responsive typewriter-style action 
Aocepts all currentápecerum 
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“ The official Spectrum Upgrade, Naturally your upgraded 
computer will accept al the peripherals in your Sinclair system 
Interface 1, Microdrives and 50 On - às mel! às all Spectrum software. 
Just as important, new Spectrum software and penpherals will be designed 
with the Spectrum + in mind. So the Sinclair upgrade adas stylish looks, new 
capabilities ... and new potential for the future, 


Here's some exciting news for Spectrum owners ... dp = + HOW TO ORDER EY MAIL 
the official Spectrum Upgrade Kit. The Upgrade has everything you RR 1 lfyou require vs to do the uporade for you please send ED9.95 + E1.50p + p. TotalE3445.| 





need to tum your Spectrum into the styiish new Spectrum +. You donteven” —  25houldyou require the do-it-vourself kit just send E23.00+ EL 50 p+p. TatalÉ2ao. 
need an understanding of etectrónies Justthe ability to-solder a few wires togetheri The 3. you require your Spectrumto be repaired and upgraded toa Spectrum Plus wéhavea 
; teafietin the gitglves clear, step by step instructions. IFyou'renotsure about dolng it special Offer price Of just E50.00 complete 
yourself, don't worry, -Simpiy return your 48k Spectrum to us and for E29.95 + E1,50 orders can be placed by usmo your Access Card on the numbers below 
D+ DWwei uparade lt for you, 
The bigger, better Spectrum keyboard 
The Spectrum + measures 1240" 6º. lt has a lárge typewnter-styto Keyboard, 
with hard, mouided keys. You'll find the new Keyboard has a smooth, positive 
action - ideal for touch-Cyping, word processing, simulation programs, and 
Extended programming sessions. Two retractabie egos give a perfect typing position, 
There are 58 keys in all, including 17 new keys. Programmers will be pleased | 
to See dedicated punctuation keys, a space bar, and separate shift keys For graphics uDOr ade Dept 140 HigA Street west Glossop Derbyshire 5K13 8H) 
and extended múdes. And à reset button allows you to clear a program from your “Te |: (04579) 66555/67761 & Manchester 061-236 0376 
computers memory without disconnectina the power supoly O copo ER É AP E 
Li Copyright Videovauit Ltd No GROOs7 
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| the stadium | 





[was thinking about the kitchen on 
the day of the cos launch for Brian 
Ciough's Foothall Fortunes held at 
Wembley. Do you know how 
difficult it is to find plain black and 
white floor tiles? And as | walked 
up the ramp to the imposing 
stadium, golden in the winter sun, 


| wondered if they had plumbing | 


problems too! 
| was only an hour late for the 
reception and the first person Imet 


was Cloughie himself. "What's tha | 
lpped, 'miss the | 


matter, 
team coach from London?' But 
before | could think of a suitably 
witty response, | noticed the row 


| fBBCs. 


Whal's this, | asked Dave Car- 
los, as he ushered meto one ofthe 


| computers, 'a convention for 


nearty-dead micros?' But no, it 


| seems that the onhy completed 
| version of the game was on the 


| confess that | was less than 
overjoyed at the thought of having 
io sample a season as a league 
team manager, there and then. 
After all, the black and white strip 
only reminded me of the kitchen 
tiles. But there was something 


| intriguing about Football Fortunes. 


Tha computer takes care of the 


| book-keeping while the players 


use cards, counters and a board. 
K would take too long to 
describe the full rules, but the 


basic idea is to create a squad | 


which can go for the double, trad- 
ing for players with vour oppo- 
nents if need be, but without ban- 
krupting yourself when payday 
comes round. Imanaged totopthe 
ese but went out in the cup, and 
so failed to win on management 
points. 

Fil be interested to ses how 
Football Fortunes does. | beliave 
that it deserves to succeed. After 
my harangue in the last column 
about the lack of imagination in the 
software market, this can onhy be 
seen as a positive step. H's also 
fun, and lets a group of people 
share in a computer game. 

You can tellhow much lenjoyed 
the experience, because when the 
time came to eat, | insisted that we 
stay and finish the season. But the 
reward for being a manager is 
good food and good drink too, so 
when the time came for a tour of 
Itely declined. 
From the 





adium window I'd | 


& = 
SOAKING WET — INSIDE AND OUT 


Is the week before Christmas as | write this, and | haven't bought any 






cards yet, let alone sent them. The reason is simple. Instead | bought 


“afiat, and with it came all the joys ofhome ownership, such as holes 


in the roof. So this column isn't about computers... it's about DIY! 


seen a Do-lt-rourself store, and 
my mind wasn't on turf but vinyl 
tiles. And Wembley turned out to 
be a DIY Mecca as wellas a sports 
one. Hound them. Now all | needed 
was to get the cooker installed, 

While | was p ing this par- 
ticular problem, | received a phone 
call from Roz Hubley. “Hi, John, 
we've not met but 'm handling PR 
for TIGRESS DESIGNS and Beth 
Wooding told me that you're a bit 
ofa foodie. Would you like lunch?" 

Well, Ive beer called a lot of 
things in my time, but my hedonis- 
tic over-consumption has never 
been called foodie-ism before, 
Still, when the invite is for Ken Lo's 
Memories of China, one of the best 
oriental restaurants in England, 
vou don't quibble about terms, 
especially FW you've not got a 
cooker. 

Actually, | had another reason 
for accepting. Ihave a hell of a high 
regard for the TiGnEss games- 
designing team. And ik seemed 
that they didn't have any particular 
product to push - they just wanted 
to rap. Good food and good con- 
versation is a fine way to spend a 


| day. 


There was plenty of both, as Roz 
and | tackled such exotic dishes 
as drunken fish. Too much, again, 


to recount in one brief column, but | 


part of that conversation revolved 


around my current obsession - | 


di les in store for software in 
"Br. 


Tiaress, as far as [Em con- 
cermed, could be the future. They 
have the ability to originate new 
ideas, and ideas which should 


| appeal to a broad range of ages 


From the simplicity of Thinkito the 
strategic complexities of They 


wiito DO and MARK look om 








Stole a Million, and the brainbend- 
ing arcade game, Deactivators, 
de np simple pigeon holes, 

à secret of TIGRESS's sUCCass 
seems tô be that they're not under 
pressura to produce So mamy 
games a month, like many a large 
company, but can spend time 
developing quality ideas which 
they can see through every stage 
of production. 

aturday the 13th, (doesnt 
have quite the same ring to it, does 
FÉ ga a clash of attractions, 
Vhile the morming was taken up 
with a ZX Microfair, DOMARK were 
also running the final of their Trivial 
Pursuit contest. Trivial Pursuit 
possesses that classic simplicity 
that makes a game addictive. And 
it transferred to the computer with 
amazing success. 
But first | made the rounds of the 


| seasonal jamboree in the Horticul- 
"tural Hall, meeting old mates, 


avoiding enemies, and finally 
gravitating to the bar where a 
benevolent Mr Kidd poured a pint 
into me before we set off for 
DOMARK and The Brewery. 

To be honest, they could have 
been launching Cabbage Patch 
Dolis - The Game at Tha Brewery 
and ['d have been there. That sort 
of an invite to a dp is like a 
magnet to iron filings. But my cor- 
di. Alado spread to 
rtgalios and we rolled up an hour 

te. 

This had its advantages though. 
We avóided being roped in to run 
one ofthe semi-finais in this cham- 
pionship play-off, and were able 
to scoff the nosh in peace, safe in 
the knowledge that the CRASH 
contestant coudnt lose — 
because tha poor fellow had 





John Cook coliects his Ten Grand's worth of TP set from Johnny Ball 





| caught “Tu and couldn't make It! 


Then upstairs to further stufl 


“ourselves on Trivial Pursuit after 


dinner mints, complete with a 
question of no relevance what- 
sosver in every box (for example: 
Do too many Trivial Pursuit after 
dinner mints give you acne?) . 
Let's be honest, however much 
fun ft is to play, Trivial Pursuit is 
unlikely to become a mass spec- 


tator sport. Graeme made an | 


Excuse about having to see à man 
about a Microfair and left early. But 


| Thung on in there as the contes- 


tants battled to the finish, all under 


the eagle eyes of Johnny Ball as | 


MC and Cuddly Dave, who seéms 
to get everywhere these days, as 
adjudicator. 

tt all got quite tense as John 
Cooke, the eventual winner, failed 
to get his final wedge and had to 
take another run at the centre. And 
his reward for having a mind full of 
useless information? A solid gold 


Trivial Pursuit set, wortha coolten | 
beauty of the | 


grand. The 
craftsmanship matched its value: 

Meanwhile a battle of titanic 
proportions was ei place 
among the assembl press 
corps, most of whom had entered 
into the Christmas spirit a good 
week or two earlier and were now 
in a state of ecstasy. No, I'm not 
it Se the side-bets which 
were being placed on the cham» 


pionship, but the Hacks Award of | 


a gold-plated set of TP playing 


Es, 
Allthat was required was to ans- 
wer ten questions - but to make it 
harder they were from the Junior 
Edition. Well maybe the alcohol 
had taken its toll, or maybe most 


siga hadnt drunk enough, 
ecause in the end the winner only 


| needed nine correct answers to 


pick up his status symbol. 
d who was it, you may ask? 


* | Well, who else has a mind so trivial 
and so childish? But where did || 
slip up? Well, just to set the record 


straight, | now know that Time and 
Relative Dimensions in Space is 
not better known as Einstein's 
Theory of Helativity! 

So that's it! The last column writ- 
ten in 1986 starts off 1987 and | 
now cum some satisfyingiy heavy 
Trivial Pursuit pieces, though nota 
leak-proot roof. HH probably seek 
sanctuary from my indoor shower 
at a Christmas Party or two... 


and maybe next month ' get to | 


tellyou about them. 
Yours in F&L 


HUNTER S MINSON 
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Isn't it awful? Just because those egomaniacs on ZZAP! plaster their ugly mugs and even uglier personalities 
all over their magazine, the prima donnas in the CRASH reviewing team are demanding their own bit of glory. 
350 from now on, ali the review comments will carry names. 


And just who are these people? Incarcerated in the dank dripping dungeons beneath CRASH Towers, we 
found the three of them, Their crimes: too hideous to speak of. Their sentence: to play computer games for ever! 
Take a peek at their prison dossiers ... Asyou cansee, ourin-house lensperson Cameron Pound has taken 


Oepeage dd re in using his wide-angle lens for the portraits justto make sure that the inmates' egos don'tswell 
oo much! 


yernintho 
vo geo 


NAME: Ben Stone 
ALIASES: Mr Label, 
Hey You, Lover Boy 
AGE: 17 


Ben is the longest surviving inmate of the CRASH dungeon. He 5 been 
down there for a couple of years now, and the strain is beginning to tell. 
In his Reebok trainers, Levi Jeans and Farah shiris, he cuts a sartorially 
elegant figure armongst the filth and vermin of his dungeon cell. 

When if comes to computer games, Ben goes in for the more violent 
ones - which could go some way to explaming why he got locked up. 
“ Starglider is great, There's this weird scenario, and you just go around 
blasting everything. Cobra is a real challenge: | haven | worked out how 
to get past the Midnight Stasher yet. Harvey Headbanger is a fun little 
game, especially on the Amstrad, and World Games is the only sporis 
simulation worth playing.” 

When on the run, Mr Stone would often hide out in amusement arcades 
“| Iike-a lot of machines, but Battle Zone is one that springs to mind as à 
particular favourite,” | 

CRASH runs a fairty liberal prison regime — we allow the inmates their 
own musit. Mr Stone likes The Cure, The Smiths and Siouxsie and the 
Banshees for reasons that escape the warders. His tastes in TV: “Like 
any trashy American sit-coms because they're an escape from prison 
lite. Eastenders is really “onght, inmit?" 


NAME: Mike Dunn 
ALIAS: Skippy, Blusher 
AGE: 15 Preto 


The youngast ne'ér do well im the gao!, Mr Dunn is sthl allowed sito e a The Fuzz 
attend Ludiow School. His strangest ability is being able to tum “5 AGE: 21 
ed in an instant |f anyone makes a joke at his Expense Ge PIS ROS 
mes are Cobra “bec it's so playable” and Stargi = | 
ames are Cobra because it's S0 Pp e 15 Computer « RE 
draphios are really neat, and the speech Is superb. by Peter Gab- Friindii Pato ad a futhless stregk. Commando “be e 
Sounds heard coming from his cell are usually createa by Peter 4 got bored | Path el, Hs á bit different" and Match Pai eCause it's 
riel “His third and fourth albums and So are my favourite albums nd bile o E om, “I've never 
ever. ever. Games Without Frontiers and Big Time are ps Fanta ep his cell with a rat the proceeds of some foul crime, he has ju | 
tracks.” Mr Dunn often commandeers the pon de bra Rin fds MAD mipliar | rs ei ido Hi-Fi which he is rather Ei a 
| ed ep nto his favourte tims | . : ER) | Player. He rathe tos te AMEludiIna 
itwas a liberal prisont-ED) to sette down 1 Ghostbusters, He also place reading CD RÉVIEU Nner rubs it in by walk! 

A a , Movie, and O DUStorS. ME s jo prado Pim É. What dk ti EVT] TOURO the 
pelica Academy, Santa Claus The Movig, and rx ars. ne é Pete | 0es he liste Pair | 
rio some TV comedy. en Everet jus makes sun E CCLDAIS IV ay rear Gonna rd Paul Simon of goi a iene ir 

d utter prat of himself = he's funny and valuroar ne ros OM | “EPNS, DUÍ its got amazing Presta po AA a 
bre 'cos ha's modest and unpretentious like ME. Strong conf na dd chart MUSIC, thank goodness o lhóruico Pos | can listen 
include EE TV game shows that involve greed, and the Benny Hill c dertoá sto ds id to the radio." : Se Id have a pretty 
his opinion of which should not be revealed in polite company (ucity Spectrum is E tó life style into the other inmates, Mr S : 
he's never in polite company). 7 Hedislkesall SM : Ma saga keyboard, connected to an opus Des 

“He's somewhat hard to please-at the inmates canteen. He distikes à “dn OPUS Discoy- 


€ cry is). Pizza, Lasagne, hula-  Despite this luxury 
English cooking, and prefers Curry (with chips), Pizza, Lasagr his favourite videos: 


NAME: Paul Sumner 


Y Hockeysticks, 


ne does spend time with 
| “Le era the other lags watchi 
hoops and tortilla chips. qe Debra Winger shows she can ovrtRediorá TE he ré ld 
Orgetit”, Aliens: “the visual ef E Or Daryl Hannah, she can 
| | Her | 8: Sual eflects work exe :: n, she can 
14 CRASH February 1987 A tebedocf io Ra ca on the prison aa athockev b 
im He Ormy time | E | si OcrKey but 
+ou get to watch him play, Al landia all my aggression out", Winicih, If 





ed like in the Fe E vesti of old, you'll be in the thick 

of the action right from the Avmilchle in the following formais: Cassette Disk 
start! Hold-ups, robberies and ema se dam “29.99 £14.99 
rooftop fights, Express Raider Amstrad... a [9.99 14.99 


has them all! E 
U.S. GOLD-WE'RE AT HOME WITH THE ARCADE THRILLERS! 


Us. GOLD LIMITED, 213 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 TÁX. 
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auntet The Official Conver- 
son! has at last appeared, 
The main difference bet- 
ween the arcade classic and this 
version, |5 lhat US GOLD have pró- 
duced a game for one or tuo 


players — whereas up to four com- 


batants can enter the coin-op 
arena. 

The package comes complete 
with extersive instructions to help 


Gauniletnoviçes who didn'tspend 
their formatve years pumpmng 
cons into the arcade machine. The 
program is multi-load, with up to 
eight levels loading at a time. 

To begin with, each player must 


choose one of the four characters, 
these are: Thor the Warrior, Thyra 
the Valkyrie, Menin the Wizard, and 
Questor the Elf. Each has different 
levels of Strength, Armour and 
Magic Power. Strength determines 
now quickly a character can 
destroy opponents, Armour level 
determines tha amountof damage 
a character sustains from a hit, 
while Magic Power affects the 
power of potions that are used. In 
a two player game, the pair of 
acdventurers can work together, 
sharing the tasks between them 
and using their unique abilities to 
besteftect. 

The aim isto scurry-around the 
spacious  dungeons,  biasting 
everything that moves and collect- 
ing as much food-and treasure as 
possible. Keys must be found and 
cóllected so that locked sections 
of the dungeons can be entered 
and explored. While all this is going 
on, the exit to the next level must 
be located. Each dungeon con- 
sists Of a maze of two-dimenstonal 
walls and doors, with exits to the 
other levels scatered about, Atthe 
start of each level a message 


details any special conditions that 


apply — for instance your shots 
stun your partner in some maze 
areas, 

Characters begin with 2,000 
health units, displayed on a 
counter at the bottom of the 
screen. Confrontations with the 
evil beings that inhabit the dun- 
geons reduce health points, and 
death ensues when a character's 
health rating reaches zero. In the 
two-player game, a character can 
rejuvenate a dead partner, who re- 
enters with a zero score, 

The dungeons-are full of quards 
and demons waiting to do battle 


with intruders. Generators located 
in the mazes continually produce 
dozens of deadly denizens — 
unless they are quickly destroyed. 
Characters can either shoot the 
enemy or enter into hand-to-hand 
combat, which usually scores 
more points — at the expense of 
tha loss of more energy. Hordes of 
opponents: tend to congregate 
together in sections of the maze, 
just waiting for you to tum a-corner 
or destroy a wall so they can getat 


ou. 

Ghosts are the most common 
opponents and hit a character 
once, drain some energy and then 
disappear: hand-to-hand fighting 
is pointlass with spooks. Lobbers 
are sneaky fellows, throwiINg rocks 
and other heavy items over the 
maze walls. Demons spray fire 
balls which sap energy very 
rapidiy. Grunts are armed with 
heavy clubs and run up to vour 
character biffing away repeatedly 
Sorcerers use their magic to 
defeat you, making themselves 
temporary invisible and immune 
to your shots. Death is the tough- 


est quardian of them all and can 


onty be defeated by use of magie 
- the bestapproach is to avoid him 
altogether. 

Food and drink (some of which 
is-poisoned) can be collected to 
restore health and boost your 
score. Potions found in the mazes 
have a range of effects — some act 
as “smart bombs', whila special 
potions conter additional fighting 


or shooting ability, increase your 
characters speed or Improve 
magic power, All the coliectable 
objects are picked up by walking 
over them, although potons can 
be shot, in which case their smarl 
bomb' eftact 15 reduced, 

Points are awarded for each 


denizen despatched and for col- 
leciing objects. Every 50 often a 
bonus treasure room is ENcoUA- 
tered where the aim is to galher up 
all the treasure and escape before 
a time limit expires. Transporter 
pads appear on some levels, and 
stepping on one moves the player 
to another pad on the screen. As in 
the original game, some of the 


 criTiCISM [E 


E 


walls can be destroyed by 
repeated shots, while stepping on 
a trap makes a section of wail dis- 
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Producer: Electric Dreams 


Retail Price: E9,99 


ark Eyles, designer cf 

Mi Back To The Future, is 

» behind this  game-of- 
the-film. 

Back on Earth after forty years 
floating in space, Ripley is hormified 
to find that the planet where she 
discovered the Aliens is now being 
colonised. No-one believes her 
gruesome story until contact is lost 
with the colonists ... Grudgingky, 
she agrees to accompany a group 
of highly trained Space Marines on 

| a rescue mission. 

| You direct that mission from the 

| safety of the Mobile Tactical Oper- 
ations Bay (MTOB), and are in 
command of Ripley, four Space 
Marines and an android. The 
action is viewed on a video display 





ER - É LH f f 


peneratãs by the camera on the 
elmet of the character currenthy 
being controlled. You can move 
the sights of the Smart Gun hetd 
by the human, either to target the 
weapon or search the current 
location = the video camera fol- 
lows the gunsight. 

às well as the main video dis- 
“Play, the control console also 
“Includes a panel for each of the six 
team members. These individual 
displays include a bar read-out 
that monitors the life status and 
stamina of the explorer - as a 
character gets near to exhaustion 
the bar flashes, and it changes col- 
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Author: Pennsoft and Soft Machine 





our when an Alien is attacking. The 
number of the room cum 
occupied is also given on eac 
individual's display panel. 

A press of the appropriate key 
gives control of a character, 
whersupon their portrait appears 
in the central control window. A 
bio-functions trace and a bar indi- 
cating the character's remaining 
Smart Gun ammunition also 
appear. The control window 
includes a counter that tots up the 


points collected for killing Aliens. 


Characters can moved 


around the complex, room by 
room, by using the doors = move 
the gunsight over a doorway and 
press fire to pass through. io 
movement can ba made by 


requesting the character being 
commanded to move Nonh, 
South, East or West, and he or she 
can move up to nine rooms in amy 
ofthese directions. As soon as you 
switch control to another team 
member, your multi-room move- 
ment order is executed = providinc 
the character you have sent o 
doesn't encounter an Álien, find 
the way blocked by a pool of acid 
pena or come up against a locked 
DOM os 

As the team moves through the 
complex, Aliens start to come out 
of hiding. When a character enters 
a room where there's an Alien, a 





warning alarm sounds. There are 
onhy a few moments in which to 
blast tha monster before it realises 
someone is there and zooms in for 
the kill. H the Alien isn't eliminated, 


itdashes up to the vigwscreenand | 


the signal goes dead as k kills your 
Soldier. 
fone of the team members who 


is not currentiy under your direct | 


control meets up with an Alien, the 
appropriate status bar tums yel- 
low. if a rescue mission isn't exe- 
cuted rapidly, you lose the trapped 
team member. Aliens may also 
capture one of the humans and 


Cicidiioma 


a dc da R 
ESET 


B=ilnc: 


QgaI tm 


begin impregnating their victim — 


| again a rescue mission is needed 


fa life is to be saved, 

Ultimately, the aim isto enter the 
room where the Alien Queen iays 
her eggs and wreak mayhem. 
Don't expect the Alien hordes to 
ignore your presence, though... 


CRITICISM 


6“ This has to be the best 
game-of-the-film to date: it 
really has captured the spirit of 
the movie. | found Ri scary to play 
- quite often when | was faced 





| with an Align | actually started to 


sweat. The strategy element of 


| bo a bit tacky = bul 
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the game ismt much fun, but 
when coupled with the horrid 
slimy Aliens which cropupatthe 


| most unexpected times, the 


ame = a whole poi porcas 
y. | can see myself playing 
this either until "ve completed it 
or until | admit defeat — it Is just 
very compelling. Go buy it, you 

won't regret it. ” 
BEN 


O“ | was really amazed when | 
started to play Aliens. To be hon- 
est, | thought that it was going to 
N ELECTRIC 
DREAMS have a really good 
job. The only way to pla io E lato 
at didi with all the gts of, and 
the TV extromaly ci to you. 
Basically eisé another 'stomp 
around the shop ' type of game = 
but it has got loads of extra fea- 
pote bring it alive. Well worth a 


ae PAUL 


O" Aliens is a very good game. 
Doubtiess it will gain a lot of sales 
from the film tie-in, but even in its 
own right f's well worth gr AA 
The graphics are very neat with the 
Aliens suitably represented. Bear- 
ing in mind the fact that the film is 
classed as being a horror, IHthink it 
could have been more atmos- 
pheric (a somewhat difficult prop- 
osition on the Spectrum). The title 
tune is fair, and overall, Aligns is a 
very playable game, | didn't find it 
tembly addictive, but other than 
that, Ive no complaints. "o 


MIKE 
| COMMENTS | 


Control keys: 7 Up, E Down, 5 left, 

8 Right, O Fire; R Ripley, G Gor- 
man, H Hicks, | Bishop, V Vasquez, 
B Burke; N north, S south, E east, | 
W west 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: monochrome play 


area 

Graphics: detailed, with neat 
Aliens 

Sound: good tune at the begin- 
ning with spot effects throughout 
Skill levels: one 

Screens: 255 

General rating: A good attempt at 
capturing the action and atmos- 
phere of the film 
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The impressionistici Jaunchscreen= the planes scramble from 


their carriers into tha lívid sky 
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The pilotofiro right-hand plane who taking thesilk elevator 
he doesp't avoid the Sidewindeor Note th 


EE) large missile 
sighis on the feft-hand WEmWBLroE 
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Producer: Imagine 
Retail Price: E7.95 
Author: Jonathan Smith 


MAGINE'S latest Coin-0p conver- 
|: Terra Cresta, casts yOU as 
the pilot ofa Terra Cresta fighter 
-— q futuristic spaceship capable of 
great destruction. Your mission |8 
to destroy the alien fighters and 
ground installations which 
threaten your people. A planet's 
surace scrolis beneath the Terra 
'Cresta as alien forces launch 
head-on attacks, and constantly 
double back to strike from behind, 
Armed with super lasers, you blast 
and shoot everything in sight. 
The aliens fire rockets and mis- 
siles at your ship and they may be 
either air-to-air or ground based. 
Constant evasion is required as 
the missiles are equipped with a 
| homing device. Also, alien craftare 
not confinad to set flight pattems, 
and appear at random from. all 
sides of the screen, 


Numbered silos appear on the | 


ground. Destroying one of them 
garns you extra paris of weapons 
for your fighter. These extra pieces 
of equipment are fited to your 
craft by positioning it below the 
component as kt is blown from a 
so. Once the craft has been 
upgraded it is possible to enter 
Formation Mode, when the com- 
ponent modules separate and 
increase fire power: the Terra 


Cresta can then fire arcs of laser 
energy rather than single bolts. 

As the game progresses and 
more and more extras are bolted 
onto your ship, so firepower 
increases until finally it turns into a 
massive blasting machine, equip- 
ped tó take on the ultimate robotic 
opponent which appears at the 
end of the landscape. 

Extra points can be scored by 
killing the dinosaurs that romp 
around on the ground, and in true 
arcade style the left-hand portion 
of the screen contains a high- 
score to beat. Your three lives are 
represented by pictures of ducks. 
Han alien scores a hit on the Terra 
Cresta a life is lost unless an add- 


|onhas been collected from a num- | 


bered silo, in which case the extra 
equipment is forfeited. 


CRITICISM 


O “| feel that this is the most 


| successful of the many verti- 


cally-scrolling shoot 'em ups 
that we've seen over the last few 
months. Despite the tiny playing 
area and the high level of diffi- 
culty, | really enjoyed playing 
this for the short time that | had 


with it. There is little similarity | 
| between this and the arcade 


The Terra Cresta fighter blasts As way through the waves of 


oncoming alien craft 


É Eno menieecamao . 
p 


Ci mpi dem 
[Uol 
Cos 


Cam continues to do battle as a silo appears on screen 


original = okay, so the same 
must be overcoma, but 
the layout isnt similar at all. 
Having said that, the game plays 
very well in its own right. Pd 
recommend this - à doesnt 
dnloidlraç much but is well 
playable." 
BEN 


O “This game is virtually identical 
to us G010's Xevious, with the 
major difference that this is much 
more fun to play. Colour has been 
uséd ertectively to depict the many 
different types of terrain, and the 
sound effects and music ara 
excellent. The gameplay is very 
fast, and a lot of concentration is 
needed while dodging missiles. 


| In the playability stakes, 


The only thing that | don't like is 
that one mistake sends you 


| straight back to the beginning — | 


very frustrating. This is amongst 
the best shoot 'em ups that Ive 
played on the Spectrum, although 
a two-player votion would 
improve ft.” 

PAUL 


O “Shoot 'em ups often rank 
among my favourite games, and 
Terra Crestã is no exception. 
Though the graphics are tiny, the 
serolling is amazingly amogth and 
the whole game is very playabla. 
Terra 
Cresta is very well catered for. lt's 
well presented, both in the pac- 
kaging and on screen, and it's | 
things like this which go a long way 
towards making a game good | 
value for «1 don't know 
about the accuracy of the conver- 
sion, but if you fancy a slightly 





| unoriginal and expensive shoot 


“em up= that's quite a lot of fun — 
Tara Cresta's your game.” 





COMMENTS 


Control keys: definable — up, 

down, left, nght, fire 

Joystick: Kempston, Cursor, 

Interface 2 

Use of colour: unremarkable but 

effective 

Graphics: fairty good with neat 
grounds 


| Sound: possibly the game's best 


feature 
Skill lavels: one 


| Screens: vertically scrolling play 


area 
General rating: À slick, enjoyable 
shoot em up 
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| Producer: Quicksilva 


il Pri upied, and are activated 
Retail Price: £8.95 oceupiec, and are activated by 
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pressing the required direction 








Author: Binary Design control. Escalators are operated 
by standing next to them, and 
again pressing up or down. Simi- | 
lariy red doors are opened by 
| standing next to their handle, and 
pressing down. 

Enemy guards are searching the 
building for Otto, and they have 
orders to shoot on sight. Otto can 
defend himself, and is armed with 
the latest in automatic pistols. 
Being a top agent, he is also 
trained in the martial arts and is | 
can kick the guards to death. To | 





à received his orders. Ahead 

SF of him lies a mission of the 
utmost importance to national 
security. Enemy scientists have 
developed their most deadly 
weapon to date, and the plans are 
being heid at a high-security skys- 
craper on the other side of border. 
iven the task of 










penetrating this k 
the plans and making 
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tha ground floor for a quick geta- 





dodge the oncoming bullets, Otto 








| can leap into the air or lie flat on the 


Ducking low, Otto avoids the trenchsosted enemy agents 


Way, 
Prossadings begin with a shon 
animated sequence showing Otto 
making a daring rooftop landing 
before he enters a lift that takes 
| him down to the top floor. From 
| here on he's under your control, 
Unfortunately for Otto, the plans 
been scattered throughout 
the building and are only to ba 
found behind red doors. His basic 
aim is to open these doors, collect 
the pieces that make up the plans, 
and then go down to the waiting 
car on street level, It is impossible 
for Ótio to leave the building 
before he's collected the entire set 
— attempt to do so and he finds 
himself back in the middle of the 


floor. These skills are not that vital 
at first, but come in handy in the 
| later levels when the quards gain 
| the ability to duck and fire low, À 
trick Otto has leamed from experi- 
ence is to shoot the lights out when 
he is in trouble. This can onhy be 
done while using the elevator, as 
the lampshades hug the cellings 
and cannot be reached by jump- 





that the companies can offer. 
The gameplay is generally slow 


couldn't play it for long before 
| pulling the plug. The graphics 
would be alright by themselves 
but the use of colour is sloppy 


screen. The sound is below 
: there are no tunes and 

are minimal. Allin all | 
Cd stay away from this one, 
There are good arcade conver- 
| 8lons around already and most 
of them are taken from better 


ing. 

When alithe plans are collected, 
it's time to rush down to the wait- 
ing car for a quick getaway = that 
| is tothe next and harder level, .. 


CRITICISM 





The skyscraper's floors (which 
widen towards the bottom) are 
inter-connected by a system of 


O “initialy | was attractod to 
Elevator Action as it has good 
raprics and is quite fun to play — 
me doesn't contain any- 
É is in the slightest bit | 
adeictive. The animation is well up 
to Scratch, even though the men 


6 “| wonder if elevator games 
will take off on the Spectrum 
hope they don't if this is the best 





Elevatora cannot move unless 





Otto has an 'uplifting' experience 
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move in a peculiar fashion. | liked 
the idea of moving up and down 
the. building, and trying to trap 
people on top of the elevator. Slid- 
ing up and down the stairs was 
also fun, but the siight appeal ofal! | 
these little features soon wore off. 
This is easy to get into, but con- 
tains iitile to keep one adoleted for 
long, and thus is a bit too expan- 


sive, O 
PAUL 


O “Despite the very simple 
scenario and game idea, Elevator 
Action should win awards for 
addictiveness. Moving up and 
down fts and shooting baddies as 
you go |s one of the most typical 
game bases around, but the 
implementation is excellent. None 
of the elements which make it so 
good are immediately apparent — 
the graphics are corparaivay 
poor and the sound is minimal, 
These problems howeverare more 
than compensated for by the 
| incredible gameplay, H's well 
worth looking at.” 






































COMMENTS 





Control keys: Q up, A down, O 
left, P right, SYM SHIFT Fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: a bit garist with 
some clash and attribute prob- 

| lems 

Graphics: clearly defined charac- 
ters, but slightly jerky scrolling 
Sound: a few spot effects 

Skill levels: one 

Screens: eight buildings 
General rating: A well presented 
game, though possibly lacking in 
addictive qualíties 


































COMPUTER BEPRIRS 


SINCLAIR —CUneuTER 
QUALITY APPROVED REPAIR CENTRE SEFIREI 


IRED FOR ONLY £19. 
SPECIAL OFFER! | 


iv not upgrade your Ordinary 
tne-fantastlo EX Trontos trem nter keyboard 
tor cniy E37,50 including tina, VAT and 
returm post and paciina 

Normal recommended retail price 


SEL ER EA9.95. replacement printed 
e ne De Tronios KEY 





95 


Wir rot upgrade pour 18 Spectrum Lo a dk 
for as pise as ET 95 achada var post and paciira 
you adulto Re us co RS Mie putor 
voa qust cemtt us ET9,9S wnien du 
= huidy Inchuslve price fo Cover 
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sets ET.50 
inciudira post & 
paca Fo 


pdate Your Rubber Keyboard 
to a New Spectrum+ ca = 
girted tor onty E31.90 + €1.50 post & packing NEsEaDa E: 
(also DIX. Kit avaliabie for oniy EZ4.95 Ri 

| + E1.50 post & paceing) 

à Your Spectrum repaired and uporaded to 
a Spectrum Plus for special offer prite Of 
E50.00 complete 


Same day Service LIMITED OFFER 























= ni cento E ] | | ; E = E q E Ea | um 
TEN x REPAIR SERVICE E EN =. mo o 
+ While you wait service including +“ Fivetop games worth E39.00 for you to m O O i 
computer spare parts Over the counter. enjoy and play withevery Spectrum repair. A tt AiTT 



































* Alcomputers fully overhauted andfully + we repair Commodore 64's, Vic 20'5, 
tested before return Commodore 16's and Plus 4's E 
+ Fully insuredfor the return journey * The most up to date testequipment E 
«+ Fixediow price of £19.95 including post, developed by us to fully test and find all 
packing and VAT, iNota between price faults within your computer 
of really up tó E30.00 which some of our + Keyboard repairs., Spectrum rubber Key 
competitors are quotingi. boards only EB.95. 56 Way É 
* Discounts for schools and coleges * month written guarantee onalirepairs. | ribbon cable to E 
| CSS 7 E E EG) /—| extend your ports for | Ea 
SE | à 5 BEST PRICES! op ADE 7 vourperipherals | RUBBERMAT aa 
ARE YOU ANOTH ER CUSTOM ER 2 fed Flo, à | tur RDERS | £10 95 E6.50 qusei 50 p & 
waiting weeks for your estimate? E | 




















— BUS E1.50 aa 
Need your computer repaired fast? Then send it now to the Number One Repair | 
Company in the UK. or call in and see us at our fully equipped 2,500 sq Uare foot Workshop, a, E 
with all the latest test equipment avallable. fo are more than welcome a. en 

we will repair vour computer while you wait and help you With any of your technical problems. “ !) f 

Commodore computers repaired for only 35.00. Please note me gove you à 100% low fixed 
price of 19.95 which includes return post and packing, VAT, not a between price like Some dit É 
other Repair Companies offer. We don't ask you to senda cheque in forthe maximum amountand * 
shock you with repair bilis £30 upwaros. Domt forget we are Amstrad aproved for quality and 
speed, don'trisk your computer to any other unauthorised repair centre. We dont just repair the 
fault and send your computer back, we give your computer a;- 


OVERHAUL WITH EVERY REPAIR WE DO:- 


É we correct Colour, sound, ip propio check the loading and saving chip, Put new feet on 
rne base if reguired, Check for full memory, check all sockets including ear/mike and replace 
where needed. All for an Inclusive price Of 19.95 including VAT, al parts, Insurance and post 
and packina. No hidden extras whatsoever. We don't have to boast too much about our 
service as we have thousands Of customers from all over the word highly deilghted with our 
service. À Arst class reputation for speed and accuracy. Don't forget, we also Now have a 
Service Branch in Manchester City Centre for while you ali SERVICE. 
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7 | | 4 45.50 plus E1.50 p& p 
SPECTRUM SPARES COMMODORE SPARES Si 
RETA) a se | Spectrum Plus spare 
z ER E=CLA, 19, Ui 
4116 Ram 198 | 6510-Brocessor o Wi keyboard membranes 
MME 260 nd E Sid Chip ; 10 Wu E 12.90 plus E1.50P Ep 
P Supply Transformers 9.95 418 - House Keeper à A 
CERCO ERR RR 1550 8012725- Graphie Rom 19.00 
Rom 16.50 901226 - Basic ROM 19.00 
Keyboard membrane 90172727 -Kernal Rom 13.00 
coach 5.50 | G56B=VIC 19.00 
E E] . 
| We regret we cannot soectrumplusmembeane 1290 | 464Rams- Mermory 300) 
show all the components Metal Templates Z50 | Power supply 
available, Just give Us a Keyboara Mats RO | TURSTONIES: 29,00 
calland we canguoteyou | E membrane 500 | ampuracces include var but please aid 
aver the phone, delivery service Mantra E3000 | pr500n each orderço cover post 
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transformer E29.00 
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VIDEOVAULT HEALTH WARNING!!! 
sending your computer to any other Repair Centre can seriousty Damage lts Health 















140 High Street West, Glossop, Derbyshire SK13 8H! 
Tel: 04574-65555/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre oniy. 
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IT'S A KNOCKOUT 













Producer: Ocean 
Retail Price: £7.95 
Author: Keith A Purkiss 


| ix European countries com- 

pete in the wacky events 

that make up lt's a Knock- 

out, the TV show that was all tha 

rage years ago. Now id 

taste of the action to your compu- 
tar screen in another [V tie-in. 

Teams play against one another 

in five events and the computer 

calls om each country in tum to 

compete against the clock = a 

horizontal bar in the status area 

shows the time remaining in the 


current game. The computeracis | 


as “master Of ceremonies”, updat- 
ing the -scoreboard as necessary, 
calling teams into the arena to 
attempt events, and playing for 
countries that have not been allo- 
cated to a human player. A 
marathon game is played by alithe 
countries and the computer 
chooses when a team should 
compete In this sixth event. 

Fun with food initiates the con- 
test in Flying Flans, played in a 
room divided by a wall. The com- 
puter controls a pair of flan-flin- 
gers who use a see-saw on the left 
of the screen to propel flans into 
the air. You controla waiter on the 
other síde of the wall and the aim 
is to catch the airborne puds by 
moving the wairter so they land on 
his tray. As flans are dropped, the 


| floor gets angina and the waiter | 


starts to lose his fosting 
Then kt's from te dinná room to 


the desert for Harem Hoppers. 
Balls are roled down a camel's 
back zooming over the hump 
before shooting into the air as they 
teave the camel's tail. The contes- 
tant has to run and catch the balls, 
but is attached to a strong piece of 
elastic anchored to the left oí the 
screen which restricts movement. 
To make lite a little more awloward, 
the ground had been well greased. 
embers of your team are all at 
sea for Titanic Drop. They are 
standing on the bow ofa ship and 
take it in turns to use a pulley and 
side down an angled rópe. To 
score points they must let go of 
the rope at the right moment and 
land in the middle of one of four 
rubber rings floating in the water. 

Diet o Worms sees your 
character dressed in a chicken 
sum, romping around:a green field 
pecking at worms that peek 
through the grass. Worms must be 
collected and placed ina container 
at the foot of the screen. 

The final event places vou in 
competition with a computer con- 
trolled runner on a split-screen 
horizontally-scrolling obstacle 
course. Walls, water troughs and 
giant rolling balls have to be 
negotiated and speed kept up by 


frantic key pounding or joystick | 


waggling. 

In the marathon, Bronte Bash, 
vou are a crane operator control- 
ling a ton weight which moves 
horizontally atong the sky above a 
row Of trapdoors. The weight 15 
dropped by pressing and holding 
fire, and every so often a dinosaur 


Catch the fians flying through the air on the tray. IF YOU miss, 
it won't half make a mess. He-he-he 


PERCTETET TT estas 


Anotherone ofthose good old games allaboui people geíling 


horribly met. Ho-ho-ho 


pops his head out of a trapdoor 
selected at random, The idea is to 
E the monster on the head 
ore it disappears. Às the qame 
progresses the dinosaurs get can- 
nigr, remaining above ground for 
shorter and shorter periods of 
time. 


CRITICISM 





6 “This really is the pits. The 
ol is about as compel- 
ling as watching paint dry. The 
graphics are awful; there's lots 
of colour clash and the charac- 
ters are badly drawn and apal- 
lingly animated, The sound is 
also below average - there are 
no tunes and the effecis are 
dodgy. I'd keep well away from 
this mf | was you. Nobody 
deserves to waste their money 
on dross like this.” 

BEN 


O “Thank goodness OCEAN 
haven t made à complete hash of 
this game — but it still isn't that 
good. | reckon the graphics are 


work tô get anykind of score. It's 


| depth to t's À Knockout, OCEAN's 
| eHor is pretiy-grim = and | can't 








fairiy well done — each screen con- 
taíins loads of colour. At least the 
events are like the stupid things | 
that happeneao im that awful TV | 
programme. The sound |5 very 
poor, and doesn tadd any atmos- | 
phere — where's Stuart Hall's jdio- | 
tic cackling? | feel that the game is | 
too shortto be any fun playing, and 
the events dont imvolve much 













a Knockout may appeal! to the 
younger marke!, but most people 
will find! it very shallow and bor- 


ing.” 
PAUL 









O Well, Games without Frontigrs 
Jeux Sans Frontiers) by Bdel 
Gabriel is definitely the FoRqio 

play this to. There are des f 
ances between record Proa- 
ramme, and game. The record is 
superb. The TV programme was 
bearable. The game is dire. The 
les! of the game is decidedly | 
dodgy — it doesn't respond to the 
controls consistentiy, and when 
you add it all up there's not much 









































understand why the company that 
managed to turn out decent simu- 
lattons like the two Daley 
Thompson games should produce 
this. 

MIKE 


COMMENTS 





Control keys: Q-P up; A-ENTER 
down; CAPS, E, Nleft; Z,W, M 
noht; X, B.SYM SHIFT fire 
Joystick: Kempston, 

Interface 2 

Use of colour: a bit garsh 
Graphics: weak animation; unin- 
spired 

Sound: blippy spot effects 

Skill levels: one 

Screens: seven 

General rating: A poor multi- 
Event game — ocEAN would have 
done better to have applied some 
of the-skills that lay behind the 
Daley Thompson games 

















Producer: Ocean 
Retail Price: £7.95 
| Author: Sentient Software 


ome three years after the 
first Kong games appeared, 
| and after two attempits al 
Kong games themselves -OCEAN 
have now released an oflicially 
licensed version of the NINTENDO 
| arcade game Donkey Kong. 
A damsel is in extreme distress 
— she's been captured by a mad 
gonla who has scurried into a 
party completed building with her. 
Enter Mano the carpenter, rescuer 
of fair damsels. Mario has to make 
his way up four sections of the 
building, using ladders, ramps and 
Hfts while the enraged monkey 
rains missiles down on his head. 
Mario earns points in several 
ways. Leaping over the misesiles 
Kong hurlis at him adds to the 
score, amd jumping several mis- 
sles at once is particularty reward- 


DONKEY KONG 


ng. Hammers can be collected | 


which allow the hero to stop jump- 
ing and star pulvensing projec- 
tiles for extra points — but their 
power only lasts for a while. Some 
objects can be collected, and veia 
points when Mario picks them up. 
Finally, a bonus meter at the top of 
tha screen ticks down as Mario 
dallies on the way, and the points 
remaining on the clock when a 
shest is completed are added to 
the overall score. 


Kong's stock of weapons never | 


runs out. The objects he huris all 
obey the laws 01 gravity, Douncing 
along the platforms and skittering 
down ladders. H Mano touches à 
missile he loses one of his three 


1 
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+ 
b 


| 


+ 


lives. Care-has to be taken when 
using ladders or leapirg a trundl- 
ing projectile as Mario can touch a 
missile moving alóng a higher plat- 
form while avoiding another on the 
current platform. To make matters 
more complicated for the heroio 
carpenter, semi-intelligem fire- 
balls move around the screen 
oblivious to the calls of gravity — 
they can move left and night and 
up and down ladders. 

On the first screen Mario has to 
contend with rolling barrels, on the 
second he is faced with deadly 
pies and conveyor belts whila lifts 
and bouncing nasties appear on 
the third sheet. In the final contron- 
tation with Kong on the founth 
screen, Mario has to dodge ram- 
pant firebalis-while removing niveis 
from the network of girders, When 
the rivets are removed the insane 
monkey falls and Mario gets the 
girl... Uumil Kong recovers and 
the whole process starts over 
again! 





CRITICISM 


6 “So why are ocean releasing a 
conversion from an arcade 
machine that's as old as the hills 
- and wasn't really much good 


in its day? The thing that really | 
confuses me is that they've | 


done a Kong lookalike already, 
weird! The game is without a 


doubt the best Kong game | 





BEBES 


ERCHLIS mo 
| 5608 ; 


Donkey Kong carries the hapless heroine up the scaffolding 


to his pearch on level one 


around, but that's not really say- 
ing much. The gameplay is a lit- 
te more diHicult than on the 
arcade machine, butit's not very 


| compelling so | couldn't really 


be bothered to complete it. The 
graphics and sound are about 
average for this type of game: 
nothing remarkable. On the 
whole | feel that this would be 
better as a budget game, or even 
as a freebie on the back of one 
of ocean's better titles, but not 
as a full-price game." 


O “Bit lato folks! Is this a licence 
that OCEAN haven't used, or do 
they really think that this will set 


the software industry alight? || 


Mario climbs to the third girder on his way up level one 





À 





BEN | 








| wasn't expecting much from this 


because the game is very bad and 


| outdated. The graphics are badly 


drawn and move at a very Slow 
pace. | didn tfind anything in Don- 
key Kong that made me jump 
about with excitement. I's not the 
programmers “fault that the game 
is bao, it is just that ocEaN have 





released it af least two years too | 


late, * 
PAUL 


O “This is strange indeed! How 
come OCEAN ara releasing a game 
like Donkey Kong, which is only a 
souped-up version of their earlier 
Kong? The original was renowned 
tor its bugs, but this one at least 
seems to be free of them — and | 
should think so after all this time! 
Why anyone would wanta conver- 
sion of an arcade machine that's 
been around for | don t how many 
vears |5 a mystery to me, but then 
again, if you'te one of the dedi- 
cated followers (there must be one 
of you, somewhere!) then this is 
about as close as you're gomg to 
get to the original on the Spec- 


trum. 
MIKE 


COMMENTS 





Control keys: redefinable; up, 
down, left, right, jump 

Joystick: Kempston, Cursor. 
Interface 2 

Use of colour: garish and simple 
Graphics: simplistic with 
unsophisticated animation 
Sound: unremarkable tune and 
effects 

Skill levels: one 

Screens: four 

General rating: A competent con- 
version of anancientarcade game 
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Producer: Gremilin 
Graphics 

Hetail Price: E7.95 

Author: The Gremlin Team 


E his football strategy/simula- 
tion began life as a design 
for a traditional boardgame 

offered to GREMLIN some while 
"ago. Now it appears as a compu- 
| têr-only entertainment. You are 
| Eweeit seventeen and want to be a 
top footballer. At the start of your 
career you have [5,000 In cash, 10 
“goal cards” and a pair of reasona- 
bhy talented feet. Your ultimate aim 
5 to become Footballer Of The 
Year and attend the prestigious 
award ceremony. 

The first decision you make is 
which Division to play in = there 





ai El 


of the net! 


resented by the four English Divi- 
sions and an international Super 
League. Goal cards are more 
expensive in the higher Divisions, 
and as they are traded for shots at 
goal, the number of goal cards you 
can afford has a bearing on your 
performance as a player. 

The game is icon-driven from 
the main control menu. Accessing 
the globe icon reveais the pertor- 
mance of the team that is paying 
your wages = the number of goals 
scored, the team's morale and 
progress in the various competi- 
tions are revealed. The footballer 
icon leads to the on the 
player's personal achievements: 
status points, the league played in 
and weekly earmings are shown on 
bar charts. A general rating is also 
given which summarises the fodt- 
baller's overall skill level. An icon 
in the form of a scroll enables the 
player to attempt'to gain atransfer, 
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are five skill levels available, rep- 





FOOTBALLER 





OF THE YEAR 


but it costs money to atiract the 
attention of a scout = and a trans- 
ter request isn't always success- 
ful. Prices range from just £2,000 
to £10,000 a go. À question mark 
icon conceals “Incident Cards" 
which cost L200 a time and oper- 
ate rather like 'Chance' cards in a 
game of Monopoly - money can 
be won or lost, transfers obtained 
and extra | cards collected ey 
buying a bit of luck (which isn 
always good). 

lf things are going very badly, 
and the proverbial parrot looks so 


unwell that recovery is unlikely the 
doned by | 


game can be aban 
selecting the “injured player icon. 
There's also the facility to save a 


game to tape, via the tape icon, 


building a career looks likely to 
span several long sessions. 

The icon inthe centre of the con- 
trolscreen-—a football boot- leads 


e a e 


Well Brian, !juststuck me boot out and there ilwas, in the back 





to the football pitch. Selecting it 
reveals the players financial 


| reserves and offers the chance to 
| buy further Goal Cards, The com- 


puter chooses the match to be 
played, and decides the number 
of shots at goal which the star will 
get if a Goal Card is cashed in — 
one, two or three shots are allowed 
and part of the strategy of the 


ame lies in using the available | 


al Cards to best effect. 

A mini arcade sequence follows 
inwhich the player gets to shoot at 
the goalmouth after positioning 
the ball. Sometimes a couple of 


defenders romp towards the ball, | | 


and ifashotisn'ttaken before they 


tackla the opportunity is lost. The | 


goalia does his best to save each 


shot, and once the attempts at | 


goal are over the match ends and 
a teleprinter types up the resul 
before control retums to the main 
icon screen. 





From time to time, random 
events (taken from tha selection of 


incident cards) affect the player's | 


career. As the would-be footbal- 
ing star improves his skills and 
eams more money, the financial 
impact of injuries and other mistor- 
tunes 15 increased - but appear- 
ance fees and racecourse win- 
nimgs increase tpo. 
arty in the game, the player has 

to choose an international side to 
play for, and once skill levels have 
been built up the star footballer is 
called upon to represent the cho- 
sen country m íimemational 
frigndiles — all useful goal-scoring 
opportunities that might influence 
the judges at the end of the year! 

When the season ends, a report 
on progress is prepared and 
teams may be promoted or rele- 
gated. Talented players may find a 
transfer deal... Finally, the 
shortlist of candidates for the ulti- 
mate accolade is presented and 
the judges sit in decision .. 
Could you become Footballer Of 
The Year? 


| CRITICISM 


6“ This isn't a bad little game at 





| all. Okay, so perhaps it won't 
| appeal to your out-and-out 


arcade freak, but k certainly 
ignt dull. Graphically there is 


| nothing here that Is eyebrow- 


raising, but all in all R's quite 
neat. Icons, charts and the like 
are- al well drawn, and the 
arcade sequence is adequate. 
The sound is dull = a tunette at 
the start and a few minimal 
affectsare all you get. Idon'tses 
e Playing this forever, but 
Wil certainly keep me amused 
for a couple of lunchtimes. ps 


O What a strange game GREMLIN 
have come up with here. | can't 
say that I've seen anything quite 
tike it before, atthough If's similar 


to Football Manager - mithout | 


requiring the same thought (if you 
sea what | mean). It is sasy to see 





past the smart exterior ofFootbal- 
ler Of The Year = it's really just a lot 
of cute líftle sections, none of 
which are amazingly good or 
dominant. My favourite section is 
when you get the chance to shoot 
at goal = but | s00n found even this 
a iíte too easy. This is à nice idea 
but whether you'll find yourself 
playing itagain and'again is a difte- 
rent matter — | found it started to 
get tedious after a while. " pi 


O“ This game has some nice 
screens with colour used well, 
especially on the menu. The foot- 
ball sequence is not very good — 
tha goalie has not been animated 


| very well and the defenders move 
| invery bad diagonais. The arcade 


section doesn't require a lot of 
skill. There's a large element of 
chance as well as strategy, and 
skill is needed when it comes to 


| jugaling with all the variables and 
| coping with financial decistons. 


The presentation falls down a bit: 
screen messages sometimes flash 
up too quickly to read and the 
computer bleeps at odd times. 
Maybe this game will only appeal 
to the real football fanatic. " 


COMMENTS 


Control keys: Qleft, Wright, Pup, 

L down, SPACE fire 

Joystick: Kempston, Cursor, 

Interface 2 

Use of colour: colourtulicons, lit- 

tla elsewhere 

Graphics: nothing special 

Sound: mediocre 

Skill levels: five 
ns: seven 

General rating: Reasonably good 

fun, but a lítila too easy 








The main icon-controlled menu screen, where the campaign 
to become FODOTBALLER OF THE YEAR begins in carnest 
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Launching soon on: 


Spectrum £7.95 
Amstrad, Commodore tape £8.95 
Amstrad, Commodore disc £ 14.95 


Es | 
For mail order enquiries please write to: 


NMC Limited, PO Box 67 
London SWII IBS 
or call on 01-228 6730 
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Guru Denise has been working the old magic over the Christmas 
break — she's been slaving away over her hot subscriptions compu 
ter while you"ve been ovei on Turkey and Mince Pies. She's 
invoked the power of the MYSTICAL SUBSCRIBER NUMBER 
once again, and it's back with a vengeance. 


Fancy getting your copies of CRASH before your friends who 
have to trudge down to the shops in all weathers? Well, buy a 
MYSTICAL SUBSCRIBER NUMBER for £15.00 and Guru D will 
make sure you get a copy of CRASH every ch o twelve 


months. HI come through the post tastefully in a 
polythene cover which bears your own PERSONALISI Name 
and Address label, and it should save that tedious journey to the 


shops every four weeks, Beat your friends to reading CRASH! 
Amaze them by saying “I got MY copy of CRASH days ago” when 
they start telling vou about the games we've reviewed in the latest 
issue, Save Shoeleather! 
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And apart from the twelve consecutive copies of CRASH, Denise 
will also allow you to pick a couple of the FIREBIRD games that 
appear on these pages. She'll ask Auntie Aggie to send them to you 
in their very own Jiffybag the moment she receives your order. 
Alternatively, you could opt for a heavy-duty black nylon dustcover 
to keep your computer snug, warm and safe from the ravages of 
dust, Fallout and teastains. It's emblazoned with a tasteful CRASH 
Logo so everyone knows you read THE RIGHT MAGAZINE! The 
choice is up to you. 

Don't forget, your MYSTICAL SUBSCRIBER NUMBER 
allows you to save money whenever you order goods from CRASH 
Mail Order . . . A discount of 50p is given on any item not already 
subject to a special offer if you can uote a valid MYSTICAL 
SUBSCRIBER NUMBER on the € | Mail Order form. For 
instance, PÉ deep apoio aa dr go q roca datar 
gi an no garoa pd tala 

£1.50 Subscriber's discount — making an overall saving of £2. so 


“HEARTLAND 
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THE BEST OF 
BEYOND 


This four-game ag qe 


icon-driven ema, o o 
LADOWFIR then tussia collected 
Big Bad Zoff Zoft again in the riso Pd 42% overall 
ENIGMA FORCE. Mike Singleton's 
classic, DOOMDARK's revenge 
also appears, supported by an 
pd Via o NOR 
not OL g 
Vendo Hours - entertainment 
tie ahead of you .. 
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DEAR GURU DENISE 


Fvebeon everso busy making my mind up and ticking boxes to 
let you know vrhat | want to do. 


Edilkeyou to enter my name into computer and allocate me 
aMY SUBSCRIBER NUMBER ( | my number, as 
Ym already a subscriber). Ilive in the United m, so enclose a 
postal order for 215.00 (E22.00 for European people) made 
payable to “Nowsfield Publications Ltd” and would le my new sub- 


new subscription is to start with lasus 38. 


uniao de oumer of a MYSTICAL SUBSCRIBER NUMBER and 
8 very “Pd still like to choose two games though, so I've 
filled in the right bits this form and have made out 


order for £8.00 IE “Newsfield Publications Ltd”. 
My MYSTICAL IBER NUMBER IS: 


amam dani a om dd DT RS SS e A asas nara a O RR SI a 


à E E E ER | E Tm = - E E Nas = 
| 





| 
É 
| 
: 
i 
| [] would like to receive tho following games (one from GROUP A, 
. and one from GROUP B): 

| 

Ê 


OR 


Bal cosy black dustcover for my computer emblazoned with 
CRASH logo in stunning blue. "ve ringed the name of'the 
computer | own in the list below: 


A8K Rubber keyad 48K PLUS 128K 126k PLUS | 


Ê 

| 

| 

| 

| 

|] 

Ê 

Ê 

Ê 

| 

Ê 

É 

| [understand that it would be silly to try and cram, two cassettes Or & 
à dustcover into the individuslly addressed polythene wrapper that will 
1 accompany my first copy of RASH, I'll be looking out for the Jiffybag 
à containing my games that should arrive within 28 days of you receiving 
| myorder. 

| 

1 

I 

] 

| 

i 

Ê 

) 

| 

] 

t 

; 

| 


This offer is subject to availability. Send the com- | 


pleted form to | 
GURU DENISE, CRASH SUBSCRIPTIONS, PO BOX 
10, LUDLOW, SHROPSHIRE, SY8 1DB 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT | 
|wish to pay by Visa/Áccess (delete as applicable) 


E 






Signature 





, Expiry Date 
Es des TE 18 6 ni PR O RS 


| Name - 
! Card Holder's Address 


a 
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Producer: US Gold/Epyx 
Retail Price: £7.95 
Author: lan Weatherburn 


| uper Cycle is the game | 
which-gives you the chance 


to control a finely-tuned 
T50ce racing machine, In faci you 
can have your own race track in 
our front room, as EPYX finally give 
sperm owners the opportunity 
to compete in the dangerous sport 
of open road racing without 
danger to life and limb. 

Choose which of the three levels 
vou want to compete at and wall 
with bated breath for the flag to go 
down... and you're off. Chango 
up through the gears until you 
reach top speed. Don't be misled 
by the apparent ease of the first 
straight = bends appear out of 

| nowhere. 

The objective of the game is to 
race the course and complete it 
within a specified time limit. Falling 
off, crashing or having a blow-out 
wastes time. If the course is com- 
pleted within the time limit, then 


it's on to the next track. Fail, and | 
tha game is over and it's time to 


atart again. 

The screen is split between a 
view of the race track and the 
instrument panel of the bike. The 
track shows the road, bits of scen- 
ery and the other competitors. The 


lower half of the display shows the | 


speedometer, rev counter and 
ae Three lights in the centre of 
the display show which gear 
you're currentiy in. Pushing for- 
ward on the joystick and pressing 
fire changes up a gear — reverse 
the process to change down. 


As in a real open road race, | 


natural hazards have to be con- 
tended with. Other riders some- 
times get in your way = they must 


ba avoided or thy bumped out 
of the way. In later levels, iCe, 
water, oil-slicks and even lamp 
posts provide obstacles which 
must be negotiated if you're to get 
back to the pits In one piece. Look 
out for bonus flags which appear 
on the track, fluttering happily in 
the wind — hitting one bumps up 
thescore. 
The courses dont follow a 
straight line: tortuous bends can 
take a rider by surprise, but to help 
out, road signs indicate which way 
the road is to tum nextandit sthen 
up to the rider to react in time to 
compensate for the bend. 

A high-score table records the 

0od scores of the day. Your 

rider's score is also displayed on 
the dashboard throughout the 
game, along with the time remain- 
ing until the end of the race. 

If you complete all the courses 
on a skill level then a chequered 
flag appears against your score — 


your honour though ... 


CRITICISM 





O “Ii was expecting a really 
good game from us coLD here, 
as Super Cycle on the C64 was 
absolutely briliant. Unfortu- 
nately it has been badiy con- 
verted and has lost out consid- 
erably. In normal racing games 
you can see the corners and 


| bends coming up - in this 


there's an arrow on the side of 
the road so you know when to 
turn (tacky isn't ?). The colli- 
sion detection is abysmal — you 
can't go anywhere near the bar- 
riers without crashing and if you 


Ready for the off, the three bikers line up alongaide cachother 
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Vrrrovovooom! Round the corner at breakneck speed = but 
Cam's going to have to go faster stilito catch the two leaders 


time | right you can z00m 
straight through the other riders 
on the track without even 
wobbling. | couldn'trecommend 
this when there are old bike rac- 
ing games around at the 
moment for three quid that putit 


| to shame. ” 





O “Although at first sight this 
might segm a well designed game, 
it isn't. The collision routines are a 
bit ifty, as are the controls: you can 
crash into an obstacle when you 
are nowhere near it, (and drive 
through other motorbikes) and the 
bike stops dead sometimes aí the 
start of each race. Most of the 
races ara too easy by far, and the 
only way that you get killed is by 
falling asteep while playing — which 
could quite easily happen. This is 
not the best racing 9: that I've 
played, and definitely not the most 
realistio. It will sell well, but [don't 
think it is worth the money. ” 
PAUL 


6“ Oh, wow. The Commodore 


version (00ps, | was told not to 
mention that) is probably the Dest 


| recommend. 







































race game ever written. The Spec- 
trum verston is bad by comparn- 
son. In its own right It is reasona- 
ble, but it's spoilt by lots of bugs 
ino gear change round comers, | 
being able to wrap around the 
screen when comering, and so on) 
and the fact that it is far too easy to 
piay. On the OTHER version, you | 
could get a very challenging game 
on the first level, and run the risk of 
getting knocked off. On the Spec- 
trum version, | made it easily (ahh, 
modesty!) through the first half 
dozen levels (and more) without 
falling off once, As far as being 
sufficienty realistic to warram 
insurance, as the advert claims, 
then that is plainly ridiculous. 
Overall, Super Cycle comes a long 
way behind the best Spectrum 
racer, and is not a game | would 


E) 





Control keys: Z left, X right, D 
decelerate, R accelerate, 5 Fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: only two colours om | 
main part of screen, but. good 
nevertheless 

Graphics: good, well-defined 
characters and some good 
backgrounds 

Sound: little more than engine 
noise 

Skill levels: three 

Screens: 8 scrolling tracks 
General rating: A disappointingly 
poor racing game 
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really laying into them now 


Producer; The Edge 
Retail Price; E7.95 
Author: Mike Leaman 


Bh hao-Lin's Road'is the official 
conversion of the arcade tol- 
low-up to Vie Ar Kung Fu. 
rig Ar Kung Fu ilhas nothing to do 
with KONAM!'S sequel to Fie Ar 

vie Ar Kung Fu's hero — Lee — 
has finally mastered the not-sos 
subtie art of 'Chin's Shao-Lin'. 
Having completed his studies, he 
has left to travel the world in search 
of adventure. And what an adven- 
ture he has found! Trapped within 
à templa crammed full of hostile 
warriors called Triads, he thanks 
his shuriken stars that he took the 
time to perfect his martial art, 
otherwise he really would be in 
deep trouble. Using the skills he 
has learned over the years, Lee 
kicks and cast spells to rid the 
temple of his enemies. Only when 
this task is completed can he leave 
the temple and continue his jour- 





ney. 
“The Temple contains platforms 
along which Lee's opponents 
| scamper, doing their best to dis- 
e Of the intruder. Lee springs 
rom platform to platform deliver- 
ing his punches and kicks, con- 
demning his fões to oblivion. À 
damage meter at tha top of the 
screen keeps track of the blows 
| that Lee takes, flicking from 'one' 
to “two”, then to “three” and finally 
to out. Being counted 'out' costs 
our hero one of his three lives. 
| Apart from being a bit of an 
expert with the old “*Chin's Shao- 
Lin”, Les can also summon magic 
to help him against the enemy. À 
las ball rises from the dead 
les of Lee's vanquished oppo- 
nents = if ha manages to catch a 
Dall, Lee temporarily assumes its 
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Ha so, Lee has discovered power of magic blinding flash. He 





magica! powers and can use it as 
a weapon for a while. Magic balls 
have different uses — for instance 
large balls can be rolled along and 
flung out like a yo-yo to tumble the 
Trads, knocking them off the plat- 
forms to their deaths, while flying 
balls of fire can be shot out along 
the platform, killing large numbers 
of the opposition. 

Most of the Trads can be 
despatched with one kick or hit, 
but on each level there is one Triad 
who is super mean. Mere hits and 
kicks have no effect on this guy (or 
even gal in some of the later 
levels!) Lee has to wait until he is 
imbued with suitable magic pow- 
grs before he can kill off the super 
baddies. When Lee manages to kill 
a Super Trad a large bonus Is 
gamed. 

Ordinary Triads sent to their 
doom are worth 200 points apiece, 
and destroying other objects (such 
as large vases and odd skimmers) 
also adds to Lee's score. In true 
arcade style the player's score and 
the current high-scora are dis- 
played at the top of the screen. 


CRITICISM 








6 “Shao-Lin's Road is yet 
another arcade conversion that 
has gone slighthy wrong. Okay, 
so | didn't really like the arcade 
version, but this does it no jus- 
tice at all, The graphics leave a 
lot to be desired: the characters 


are badiy drawn and they tend | 


to jerk around the screen. Also, 


the backgrounds are a bit com- | 


at causing quite a mess when 
a | 


characters move around. | 


The sound isn't at all bad = 
there's a lovely tune on the title 
screen and a few decent effects 


| scattered throughout the game. 


However, ['d only buy thisiflwas 
really desperate for a beat em 


up 
BEN 


O “lfthisis the follow up toYie Ar 
Kung Fu, them mhat is ie Ar Kung 
Fu li'the follow up to? As with all of 
THE EDGE 's products, the graphics 
are the first things that strike you. 
The characters are reasonably 
sized and instantly recognisabile. 
The backgrounds are very well 
drawn, although | thought the sec- 
ond stage colour scheme could 
have been better. One minor quib- 
Die is that when pou finish youhave 
to re-selact your control method. 
Despite this, | found Shao-Lin's 
Road tó be à very plavable follow 
up, and I'm sure it should please 
'bash and thump' fans. " 

PAUL 


O “This is very like Kai Temple, 
but the main difference is that you 
can almost enjoy playing this one. 


The graphics are okaylish), andthe | 


title tune is passable. However, as 
tar as playability is concerned it's 
a wee bit ifry. From what I've seen 





the original version wasn't much 
better, but then that's the choice 
Of THE EDGE. | didn't find this gâme | 
very playable or very addictive. "| 
MIKE 


COMMENTS 


Control keys: definable: up, 
down, left, right, fire 

Joystick: Kempston, Interface 2 
Use of colour: lots of colour clash 
Graphics: some g00d detail 
Sound: oriental tune at the begin- 
ning and spot effects throughout 
Skill levels: one 

Screens: five 

General rating: Official follow up 
t'may be, but this has tumed out 
tobe a disappointing sequelto via 
Ar Kung Fu 








Graphics 
Playability . 


| Addictive qualities 


Value for money 





| | Overali 


Lee pul oriental boot in to hollible opposition at the start of 


level one 


ta Es 


2286 








Producer: Imagine 
Retail Price: E7.95 
Author: Julian Horn 


a When macine bought the 
licences for a collection 
Of KONAM games, they 





| acquired rights to some MsXtites | 


which haven't appeared in the 
arcades, including Vie Ar Kung Fu 
Il. 

The story follows on from where 
Vie Ar Kung Fu left off. It is twenty 


vears since Lee (the original hero) | 
managed to almost wipe out the | 


Chop Suey Gang. But as fate 
would have it, one member sur- 
vived and managed to re-build the 
empire of evil. Thisvillain now calls 
himself Yie Gah Emperor, and sur- 
rounded by his seven warlords 
and their retainers, he has spread 
his evil ways throughout China. 

Following in the great family tradi- 
tion, Lee's son — aptiy named Lee 
Young = has vowed to overcome 
the last member of this nasty gang. 
and to wipe outeverything that'rie 
Gah Emperor has created. 

Lee's father has taught him well 
in the art of Kung Fu. Lee Young 
can perform all manner of moves 
against his opponents, including 
high and low kicks. He can also 
move night or left and jump or duck 
if necessary, and hurl weapons 


| coliscted during his adventure. 


Lee Young also has a few tricks 
up his slaeve to add to his reper- 
toire of Kung Fu moves. When he 
destroys a complete formation of 
midget attackers he is awarded a 
tea leaf. Five of these tea leaves 
are enough to make a cup of OO- 
Long Tea, which injects Lee Young 
with a new supply of energy, and 


| up to three cups of OO-Long tea 


can be made and drunk in one 


game. 

Another useful pick-me-up is 
Lee's Chow Mein Nocdle Power. 
After disposing of an opponent, 
Lee can hunt for à bowl of Chow 


YIE AR KUNG FUII 


 defeated 





| Mein. Having eaten, Lee becomes 


temporarily invincible (the border 
tums blue to indicate this, and 
returns to its original colour when 
the effects have worn off). 

Lee Young must fight his way 
past eight of the Tie Gah 
Emperor's aftendants. À three- 


' screen attack wave of midget nas- 


ties precedes a screen containing 

vil Warlord who has to be 
in un-armed combat 
before the next section can be 
attempted. Two bars at the top of 
the screen are used to display the 
combatants' energy reserves, Or 
Ki. Ki is reduced when a blow or 
weapon hits home and if the Ki- 
meter reaches zero Lee Young 
loses or of his three lives — extra 
lives are awarded at 20,000 and 
50,000 points, 

Tha game can be played by one 
or two players. In one-player mode 
vou compete against the compu- 
ter, which assumes the roles of the 
Warlords. In competition with a 
human opponent, you have to 


| decide who is to control Lee 
| Young and who is going to fight 


with the Warlords b 
three-bout contast. 
Anyone for a cup of tea? 


ore starting a 





CRITICISM 


o" Yie ar Kung Fullis the worst 
beat 'em up that I've seen in 
ages. Many people will buy It for 
ks name, but the game behind 
the name isn't up to much. The 
gameplay is extremely tiresome 
and easy — if you can't get round 
ali the levels on your first couple 
of goes then I'm afraid it's back 


| to the Gameschoo! for you! The 


graphics are poor: badly ani- 
o characters and boring 
backdrops are all you get. There 
is nothing here that I'd pay 


* Lee Founggets togrips writ the Evil Warlord lurking on Stage 


10 of VIE AR KUNG FU II 


LEE-rOUNG 





money for. Buy it in haste and 


regret at your leisure! ” 
BEN 


| 0 “This doesn't deserve to be 


IMAGINE 's follow-up torie Ar Kung 
Fu. The first game was a chal- 


lenge, but this is very boring and | 


gasy to play, It's too easy to gel 
through and involves no thought 
at all. On my first game | got 
straight through to level 10 without 
le aço from any of the bad- 
dos The main character's anima- 
tion is very good, but itseems a bit 
wasted as there isn't much else 
happening. The use of colour is 
quite good and the backgrounds 
add a touch of depth on some 
levels. But alas, good colour does 
not make a 9000 game — pull your- 


self together IMAGINE. " 


O“ Yawn! This game is severaly 
boring. | clocked the scoreline on 
my first attempt. | mean, the origl- 
nal was easy, but this is taking 


| things too far. E strikes me that the 


game does not have an accepta- 
ble letel of difficulty if Em able to 
complete something ridiculous 
like 17 stages at a first attempt. 
IMAGINE have had this play-tested 
then there's something serioushy 
wrong with their team; if not — why 
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availabio o! 
PACKED with GENUIN 
each game the mos! REALISTIC of its kind! 







that allows you to buy 
Flaport, Full Team and 5 













Tres, 7 Skill Level 





Handóm 
EUROPEAN II includes a comprehensive 
TURES — 








Away Fidures in Qualy 





cÓmpa resses, Extra Time, Penal 
Draw, Change Devon Toa names, 7 Skill 
Lig, Post Match injury Report, 
simulation — Goal Times, Peokirgs, 
| Match Clock, 








Great value - Any 2 





via our First 






and are securely pa 








FOOTBALL MANAGEMENT 


«SKILL... TACTICS... DECISIONS... STRATEGY...SKILL...TACTICS... | 


E & 4 Sotware oHer 3 CLASSHC Football Manage- 

Gares tor all soccer emhugas!s. 
| Eagh ol these QUALITY GAMES uses the full 
ur compuler and E 
FEATURES to maxe 


From: E & JSOFTWARE, Room 3 ,37 Westmoor Road, ENFIELD, 
Middlesex ENS TLE 


not? At the usual IMAGINE price, this 
is very poor value for money. Not a 
game | would recommend, espe- 
cially to people who expected a 
good follow up. " 





Control keys: Player One = U up, 
M down, K night, H left, L fire; 
Player Two = W up, X down, D 
right, A left, F fire; P pause, ENTER 
re-start 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: un-subtle 
Graphics: poor characters and 
scenery, lots of licker 

Sound: occasional spot ertocts 
Skill lavels: one 

Screens: 32 

General rating: À mediocre 
attempt at rekindiing the beat em 
up flame 








| PREMIER Il: A COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handia 
alo this? — Play All Teams Home & Away, Full Squad Details Al Teams, Transler Market 
y player in league/sell pour po E any other team, Pre-Maleh 
Selacton, Choose Your Ow 
have their owm Síyle, Match Injunás, Sã Mer Substitubors, alt 
Matches, Named & Recorded Goal Seorers, Full League Table, Fixture List, Taam Morale (all 
teams). Transter Damands, Opposition Select Their Sirongest Team, Injury Time, Financial 
Problams, Match Abendances, Bank Loans, 7 Sl Levels, Managers Salary, 
PlaverTeam Names, Continuing Seasons, Job Qlers or Dismisgal based on your pertorm 
anca, Printer Opton. Save Game and MORE! 


gs ha, AM Other Teams. 
emseull Tone Scores All 


dp ut as 


EUROPEAN cal : & SUPERB EUROPEAN STYLE COMPETITION — Enjoy the atmos- 
phere o! Europea DE) Ties! - Home & Away Legs, Full Squad Listing, Full alty Shoot 
Cut (urith SUDDEN | E nha! rj nf Aa “ Pre Match Team Menws, Full Taam And 
Substituto E Count Double, Extra Time, Hail Tema à Full Time Scores All 


rd Dessa Table (showing any MATCH BANS). Full Results 258 Eu 
Draw — AM Rounds, Printer Qpiion, Shange Fay Player Team Names, 

Text Maic 
Match Timer, Named & Recorded Goal Scorers, Corers, Free Kicks, (Goal Times, 
Injuries, Bookimgs. Desallowed (Goals, injury Tira, Panaities, Sendeng OH and MORE! 


* SPECIAL FEATURE — transfer your PREMIER 1 minmimg Side imo adega o 
Both these GREAT games car 25 cOMmpanton games 
TWIN BACK BVANLBLE) 


Save o 
Semulation with these GREAT PEA. 


WORLD CHAMPIONS : 4 COMPLETE AND EXCITING WORLD CUP SIMULATION 

Takes you Hom the first warm up inendlies through the qualilyina stages and óm to THE 
FINALS! — Select Team From Squad of 25 Pi 
Round, PreMatoh 
nary Table, Select Tour nenis, Full League 


, Select Frendiy Matches, Full Home & 


eam News, 2 Substitutes Allowed. Discipl- | 


EE Fela ne din experience'caps as 
Fiel Group, É Group, Full Random 


eia Pia Ear E Option, Save Game, Full Results 
audi CHAMPIONS Includes à comprehensive text match 
Infures, Named Recorded ey Soorers, Injury Time, 
Sending Off, Penalties, Corners, Free Kicks, and MOR 


All games available for ANY 48K SPECTRUM 


Games supplied pe ng with full instruciions (2 
£6.95 Each Inc. cc PAD £1.00 outside U.K.) 

| mes Deduct [2.00 
FANTASTIC VAL E — All3 Games Deduct E3.00 


These games are available by MAIL ORDER ONLY 
Class Service. AIl are available for 
IMMEDIATE std by 1st Class Post 
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Producer: US Gold 
Retail Price: E8B.95 
Author: Microprose 


mer wanted to be a stunt 
pilot? Well here's your 
chance, courtesy Of MICROP- 
Rose — the simulator specialista. 
Up “il now, the company's efforts 
have been confined to the Com- 
| modore, but at last = starting with 
Acrojet — they've begun lhe pro- 
cess 2a converting their titles to the 
PUTA. 

Acrojet comtains ten events 
which can be played by one to four 
| players, and these involve flying a 
BDoJd Acrojet around, through, 
| under and over a series of obsta- 
clas. There is also a design-it- 
yourself section, where two or 
more opponents can design 
courses and tasks for each other, 
and then judge each other's per- 
formances. 

The first event, THE PYLON 
RAGE, consists of racing around 
four pylons as quickly as possible, 
and then executing a successful 
landing. Event two is à SLALOM 
race which involves the same four 
pytons, this time flown in à 'figure 
di The next event is the RiIB- 

N CUT where you use the plane 

to break two ribbons suspended 
at 150 feet. After that comes the 
INVERTED RIBBON CUT - the 
same stunt flown with the plane 
inverted. Event five is the RIBBON 
ROLL: two ribbons are suspended 
in a row — the aim is to fly under 
one and then executes a complete 
roll before going under the next 
ribbon. That is followed by the 
| UNDER RIBBON RACE: this is a 
slalom course where three ribbons 
| have to be flown under in segu- 
ence. The seventh event is an 
UNDER RIBBON LOOP: the plane 
goes under the ribbon, performs a 
loop, passes over the ribbon 
inverted, and then descends tha 
back half of the loop to pass under 





Banking over the runwary, itlooks as ifÃce Lensperson 


CROJET 









the ribbon again. The next event 
practices SPOT LANDINGS: the 
pilot flies up to 2,000 feet, and then 
lands on the runway as close as 
possible to a marked spot. This is 
followed by FLAME-OUT LAND- 
INGS, which is a similar stunt, per- 
formed without the use of engines. 


| Finally there's the fancy CUBAN 


EIGHT: this consists of a half-loop 
over one ribbon, followed by a 


| half-roll, and another half-loop to 


o under another ribbon before 
naly finishing with another hal- 
roll to go under the first ribbon 


| ONce more. 


At the jinning, a pilot can 
decide on ea gds ha wesithor 
is going to be, and what perfor- 
mance he is likely to get from his 
ee Sluggish performance is help- 
ful to beginners, but for the experi- 
enced pilot, realtime perfor- 
mance helps with some of the tric- 


| kier stunts. 


The screen gives a 'behind the 
plane view ol the Acrojet. This 
shows the jet's bank and climb, as 
well as giving some indication of 
height by use of a shadow. The 
view can be switched to the sides 
or the rear — useful for lining up the 
jet with the runway, or for checking 
thatan obstacle has been passed. 

An instrument panel below the 
main view contains a seres of 
read-outs. À compass gives your 
heading while an altimeter and 
vertical velocity indicator indicate 
height and show whether the jet is 
going up or down. A display shows 
the event which the jet is perform- 
ing and reveals the obstacles to be 
negotiated and the jet's position. 
An artificial horizon gives the pilot 
an idea of his attitude, and indi- 
cators monitor the status of wheel 
brakes, air brakes and the under- 
carriage as well as revealing the 
amount of flaps in use. 

The throtile has settings bet- 
ween 55 and 110 per cent thrust. 
Engine power above 95 per cent 


Cameron Pound is about to stall his plane 


FUEL. : 47 
81:03:11 
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| they react to the realistic move- 
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In the ribbon-cul event, a crash is imminent 


causes the engine to overheat. 
The engines fail if they run above 
550 degrees for too long, or break 
down immediately if the tempera- 
ture rises above 700 degrees. 


CRITICISM 





6“ Ican't really say that Acrojet 
appeals to me; then again flight 
simulations usually don't unless 
there is a good bit of blasting 
involved. The game is techni- 
cally quite good - the plane is 
very manoeuvrable, so it is quite 
easy to complete the first couple 
of events (once you've waded 
through the huge instruction 
page). The graphics are quite a 
step forward for a fight 
simulator - you can actually see 
vour plane on screen. This is 
very good as simulators go, but 
Pd only recommend it if you are 
well into this sort of game. ” 
BEN 


6 Cl loved Acrojet from the first 
| time that | picked up the joystick. 


The graphics are fainy simple mire- 
frame objecis, but the may that 









ments of your plane is very impres- 
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sive. The BDSJ Acrojet performs 
Deautifully, and is very responsive 
to frantic joystick movements — as 
when trying to pull out of oops 


| without hitting the ground. The 


menu options are easy to use and 
well presented. | loved Acrojet and 


| found'it very addictive, although as 


people seem to be wary of flight 
Simulators | fes! that it may not get 


the Success il deservos. 
PAUL 


O “Acrojet is a very good 
simulator. Maybe it doesn'treek of 
accuracy, but it sure is playable! 
Some (indeed most!) of this type of 
game are very boring and unrealis- 
tic = or ridiculoushy accurate and 
very unplayable, Acrojet has a 
reasonable share of both type's 
problems and advantages. The 
graphics are quite good, and the | 
rear vigw gives a nicer sense of 
tight than the nbrmal cockpit view. 
It sourds daft, but there you are! 
The amount and variety of tasks 
makes this most addictive. 
Despite not being very original, 
Acrojet is one of the best flight 
simulators so far, " 

MIKE 


COMMENTS 





Control keys: 6 left, 7 right, 8 
down, Sup, O fire, O decrease 
thrust, with a range of individual 
keys used to access other func- 
tions 

Joystick: Intertace 2 

Use of colour: excellent 
Graphics: good Sound: minimal 
Skill levels: fOur 

Screens: ten events 

General rating: An entertaining 
do Simulator, competently pro- 





Now you call Experience 
the World's Greatest Sporting Challenge... 
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Spectrum & Amstrad 
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Spectrum in October, Amstrad in November, Commodore 64 in December. All €9.99 


Sales dept., 

Castle Lodge, Castle Green!) 
Taunton, Somerset TA1 4A 
England tetephone (0823/544898 540 


software getting harder... 


























Another year begins. Quite naturally, people's minds tum to wonder- 
ing what it will bring = and the letters | received for this month's 
FORUM reflected this speculation. I'm hoping for better games, à | 


rise, and a more impressive crop of runner beans. Imight be able to 
do something about the beans... 





TIE-INS LEAD TO STRANGULATION? 


Dear Loyd and they have produced an excel- 
Recently the software Industry has | lentgame in adifterentmoula. This 
got itsefintoatightspot.Realising type of product will nearly always 
the difficulty of producing original come from a smaller company. 
games, people have decided to Having said this, all the sales are 
program games based on films, in the "seen the film, read the book, 
which are often very poor. Still heard the music” games and the 
more of the games we buy today software houses will pursue this 
are arcade comversions. These  eld. 
games are being made taster than The original games always 
new arcade machines, so the comefrom the smaller companies, 
conia faces will go up, leavingless  who-do their level best to bring out 
money to spend on developing the a game wtuch 15 different. If more 
game. Companies which don't get games and less film 
the rights will decide they'll do games were brought out, the con- 
another version, and produce a  sumer would probabiy change his 
similar Bira, Where does this attitude. 
nave us? Ina position where most e ia Cluck,  Nunthorpe, 
of the boxes on the shelves con- Middlesbrough 
tain arcade games, fiims, comics 
and so on. Roy Glbsonof canvas is also 
Looking away from all the bt pa dt 
glamour, you see a different box. money away from the program- 
You don't recognise the title. Oh ming budget - his visws were 
well, better look in CRASH. Sur- reported in the feature on DENTON 
prise surprise! js actually dife-  Destans nm the Christmas Suit 
om ad da ei sb pç t number ty 
spent on game, y a program a arm | o pe 
mer/team who thought of the idea, games hiding behind famous 


TAKEN TO THE LIMIT? 


Dear Ligyd Httte bit. Back in laie 05 early BG 
| Surely now the Spectrum has the best musit belonged in my 
| reached its limits. What advances  opimônio Starquake: and 0000 6 aid 
have been-ma ade over the last nine Dynamite Dan. Now that; accólade 
months or 50º The best games belongs to Ping Pong, but not By 
then were Tau Cet, Zotds and much, 
Dynamite Dan atong with John Logue, Huddersfield, West 
aueevos Word, Now what are  YTorks 
they? 

Lighiforce, Dan Dare and Dyna- .— Imonderifyou will fée! lhe same al 
mite Dan HF Virtualy nothing has fheandot 1887, John. ! hope not 
developed in the graphics depart- Theres plenty of room left for 
ment, Sure, the colour in Lighl improvement ingarme design, and 
force is terríic, but doesn titslow although the limits of the Spec- 
the gameplay down a teeny weeny rum oughtto be finite some prog 
bit, Dan Dare also has great  rammers seem to manage | to push 

| graphies, but so do Dynamite Den the limits that little bit further with 
and, Monty on the Bun, and each successiva game, 
they re well over a! year old, 
The sound has als o improved a 


reviewed | 
remains thata lotofpsopie DO buy 


Hie-ins, and as far as the software 
publishers are concermed, spend- 
ing money on a licence works. 
Sales are boosted, and ifit's an 
arcade conversion thought 
doesn't have to go into designing 
à game and scenario. 

Smaller companies, who 

haps can't aiford the level Of 
in t reguired to enter the 
pág dando are still ng 


original Fortunately 
there's no orindo of program- 
ming talent for them to draw on. 
oigato ubápaio babosa 

a software publisher's mind is 
E pa, the end product is much 


And not all tle-ins are rubbish — 
Top Gun for instance. the prog- 
rammers behind Cobra also did an 
excellent job. Theres nothing 

ego Abi cotar meldnd 


pro 
praça 
licence on the infay and 
ob alvio away' a game must, 
uitimately, harm the industry. 

For your well-placed advice to 
software houses, I've decided to 
awero you this month's E20 of 
software. cia 


 POKEs DEBATE 


CONTINUES 


Dear Lloyd 

After reading Mark Langley's let- 
ter (Issue 35) in which he defends 
the publishing of POKEs, | fee! | 
must contribute to this debate. 


This first argument was that f | 


we didn't print POKEs Hannah 
Smith wouldn't have a job. Weil, ff 
we didn't shoot people gun-mak- 
grs would be out of a job but that 
doesn't make it right. 

When a quality game is written, 
the programmer tries to strike a 
balance between the game being 
too easy or too difficult to com- 
plete. This means that the player 
must come across stages in the 
game when it appears impossible 
(or at least nearly impossible) to 
progress any further. It is at times 
like this when the 'jerk' Mark refers 


| to who has just bought a new 


ame, will be tempted to use the 
KE he noticed in CRASH. lt is 
not until he has used the POKE 


that he realises the game has 
become too Er and his money 
has been wast 

Biso spare a thought for the 
programmer whose game has 
been ruined by a POKE because it 
is no longer being played the way 
he wanted it to be, I'm sure prog- 
rammers care about such things. | 

| can see that some people 
might spend ages stuck in the | 
same position In a game, and || 
think gameplay tips are accepta- 
ble in this case because they can 

get someone going again without 
alterna the physics of the prog- 
ram. However, | do not think you 
should print any POKEs in your 
magazine just to seil a few more 
copies. Completing a game your- | 
self beats cheating any day. 
Richard  Yendall,  Lichfield, 


Fm sorry Richard, but it's up to the 
individual to decide whether or not 
to use a POKE that is printed. | 
doubt that programmers are all 
that upset by the POKEs we print 
- maybe a programmer or two 
would like to voice opinion? 


CHRISTMAS 
CHEER 


Dear Lloyd 
Fantaste, intormative, nostalgic, 
eotourtul, polty, professior ral, lively 
ici com pulsive: Virat am E talking 
ab hnyes, the CRAS SH Christ- 
re Special. For two quid, you 
ant get anything near as 9060. | | 
il haven't finished reading nt. 
Your LOOKBACK ON 1986 and 
the TECH NICHE special on iltte 
red boxes, were particularly good. 
A few bum notes though — for 
instance the puneiL (Deep Strike) 
competition: one picture was up 
side down (a bit too much Christ- 
mas Spint up in Art | expect) and | 
tha CRASH readers awards — why 
should we put ZZAP! Readers 
| Awards on the envelope? 
Jason Pritchard, Belper, Derby- 
shire 


PPS Antidisestablizshmen- | 
tarianism — stick that in LMLND!! 


atado! VOU liked nt Jason. Art has 
been chastised Iralready 5. 


LM 
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Dear Lioyel 
| have just read FORUM in tha 
Christmas Special issue of 
CRASH and decided finally to put 
SMITH-CORONA. Enterprise keys to 
paper 

| read the letter criticising the 
CRASH reviews with interest, and 
Imish to present my point of vigw 
It seems to me that for a game to 
acheve the much sought after 
status of CRASH Smash there just 
have to be signs of effort from the 
programmer, such as. mce 
graphics, attention to detail in the 
graphics or plot or accuracy of 
rules mm a simulation. Although 
these qualtias may De desirabie in 
a game, surely itis fhe contents of 


the plot and the gameplay thatare 


more important. 1 would tend to 
agree with N Clemons that a large 
number of Smashes are not worih 
the ratings and the hard-garmed 
scarce commodity called money 
that we spend on them. 

This is because after the initial 
ettect created by the nice scenario 
and the stunning or orgmal 
graprios fas wom om and the 
humour has worn dry, the actual 
game that you play 15 very bonng 
and unoriginal, 

| think that you will find thai 
bo S SUE as Football paso rd 


SIENA basic pr ogramming 
techniques used, the lack of atten- 
ton to detail and the completa 
absence Of any form-of humour aí 
all, are still played and enjoyed by 
mamy today. This = because the 
idea às fun and the game is 

3! A addetiva. ha ve never 


Dear Lloyd 
Ido not know about you, but | think 
Lam notalone when | say | am sick 


and tired of hearing 'Oh | really like 
Gauntist in the arcade”. | think it is 


rather sinister, In fact, that in many 
polis taken in | computer 
magazines, one of the more 


automatic questions like What's 
your favourite TV amme” is 
often repiaced with the question. 
What's your favourito Arcade 
me, and IH name names: 
YQUR SINCLAIR September 
issue, feature on arcade conver- 
sons; 73 January issue/Christ- 
mas special: Questions asked to 
people at the October Microfair 
(On, Like going down the arcade 
ie like playing Gauntiet and so 
on 
Uthink you will find & disturbing 
that A o of a niagçã 
people may be the sort who in 
the Arcade whenever they can 
(usualy they say. “Well there's 
nothing better tó do |s there?) Ht is 
rather pathetic that some young 
people can find nothing else to do, 
LU) spend so much time at 
the 'arcade down the road", you 
may wonder where they get all 
their money from. Ni leave it up to 
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NICE GRAPHICS, 
SHAME ABOUT THE GAME 


Football Manager t should get a 
favourabls review, des pita. the 
Ray im the rules and poor 
graphics 

Most CRASH omashes today 
aro severo cases of “Nice 
graphics, shame about the-game”, 
particularly the 3D games which, 
since Krught Lore have never really 
broken any new ground and have 
al been very dull and boring 
despite the vast variety of plots 
and'scenáarios and initially diterent 
graphics. What we need are 
games that wilinot become boring 
ônce you have completed them. 
Games that have salished this 
requirement have been Football 
arnager, the Midnight duo, and of 
the sports simúlations | have 
enjoyed Match Davy in particular 
Starquako holds the title of the 
most compelling arcade adven- 
ture on the market. 

But that is not all that | can gripe 
about. | would also ke to comp- 
lain about the other ratings, as well 
as the overall. Why are they always 
cons istently similar? Take Ghosts 
nº Gobiins for example. AI of tha 
ratings were within 7% of each 
other. This is the case for most 
reviews, but what really annoyed 
me was the 92% for graphics. lt 
did not really deserve more than 
about 75% m this department, 
When You compare the graphics 
to Mary others ari Lc, they dit 
certainiy not amongst the best. In 
a Ev5 tem where the overall is not 
an average of the other marks 
there is no excuse for this. 

Il à game deserves 70% for 
graphics, 80% for getting started 
or 75% for value for money whitst 
getting 96% overall, then the 


SOUNDING OFF 


you to make your own conclusion 
to this. 

H they are addicted to arcade 
games, then you can bet they will 
also be addicted to the much more 
sinister side of the Amusement 
Arcade, that is the flashing lights 
and bleeps of the Fruit Machine. | 
think magazines should do every- 
thing they can do against the 
scourgé of the arcades, and lis 
addicts. 

|am sure that the reason for this 
Growth" is the amival of the 
Arcade Conversion. Many other 
people will join me saying that 
most arcade games are very bad 
indeed, and make no contribution 
to the advances of games technal- 
ogy whaisosver (two off the top of 
my head ger ganda Master and 

apart Ee the quality of some 
of the ELITE conversiona, hardty 
any arcade conversions are amy 
eua Most of the best game ideas 

Apa Specirum are made up by 
software houses and their games 
designers, not giant corporations, 
who do not have limits: of 48K 
RAM, 7 colours and sad sound. 
Probably the best games for along 
time have been produced by a 


reviawers should award the marks 
that the game deserves. Despite 
these criticisms | still believe that 
the CRASH revigws, if not the 
reviewers, are thê best of any 
magazine on the market. Keep up 
the good work, 
Jonathon Brooker, 
London 


REVIEWS 
RIGHT!(ish) 


Heh! Lioyd 

am wnting in response to the 
Nick Clemons” letter in Issue 36 
of the not-so-Christmassy edition 
of this magazine. | completely dis- 
agree with him in respect to your 
reviews always being wrong. 

Obvioushy some people won't 
like some games, but that is the 
reason why there are three com 
mentators who can express their 
own Opinion on a game, thus pro- 
viding the reader with three difte- 
rent opinions, 

While we're on the subject ofthe 
Nick Clemons letter, | do think a 
huge mistako was made on 
1 a iso do o A ca PA sm sarhiizm 
omashing Winter Games, which 
was unattractive and very bonna. 
Otherwise the reviews aré quod 
and | compliment the team, 

Paul Wicks, Reading, Berks 


Highgate, 


Elsaivhero in this FORUM Mr Cle- 
mons gets lhe chance to refine his 
argument — if appears if was lhe 
raviswers he was aiming hys attack 
af, not the reviews lhemselves. 
LM 





company that has avoided 
licenças —- TELECOMSOFT. Look aí 
Elite, and more recently, the stun- 

Star Glider. 

wigws of the better arcade 
sd omby EspfeicÃ A 
age gamblers and addicts. By far 
the worst culpnt is CAVO, with its 
almost  grotesque  porrayal/ 
glamorising Of arcade games, in a 
ate arcade game revigw SBC- 
jon. 

Just as a footnote, | think | em 
right in saying the average reader 
age ofm ines suchas CRASH 
and C&vG is 14/15. Magazines 
like C&VG convenientiy forget 
that, except in seasido arcades, fl 
is legal for ne under 16 to go 
into an arcade. | think you will 
agree that arcade addiction 
should not be encouraged any- 
where, whether in your new young 
peoples' magazmne or in amy 
grown-up's magazine or publica- 
tion. However, coverage of arcade 
games onhy appears in magazines 
with readers of 14 or 15 or 


Fen Era: London 


Wei, what do other readers feel 
about the influence of the arcades 
on the Youth of Today? ca 


| SOUNDING OFF 










































Dear Lloyd 
ve got something to say which 
has been on my mind for some 
time now. There are so many 
games released which ara very 
good. Onhy one thing often lacka: 
tha sound. “What would ar 
expect from a 48K Spectrum! 
hear you say. 

Well, H e a are tunes like those 
irôom Ping Pong, and Veciron to 
name but two, why cant every 
game have such g00d tunes? 

One moment software houses 
make excellent tunes, the other 
moment Us à lot of crap. Why 
can't they keep up their music- 
standard? [own a 128K and l can't 
make tunes like Ping Pong even 
with my sound chip. | 

And where ara the “Games 
Music" packages for the 128K 
machine”? 

Aryway, Ive made a tune/ 
sound FA Top Ten of my software, 
| think that 1, 2, 3 and 4 are very 
oficult to beat. The rest is nice 
and I'm sure there are better ones, 
butldont have them. Sohere tis, 
1 Vectron 
é Ping Pong 
3 Fairight 
4 Mick 
5 Max gadroom 
6 Arc of resod 
r Kn Rider 
B E 
9 Pyracurse 
TO Heavy on the Magick 
Does anyone Pu big with me? 
Frank Bouts, 


At last Specirum sound comes 
into its own with the advent of the 
Spectrum Plus Two. Considaring 
the limitations posed by the 
BEEPer, there have Dem Some, 
excellent multi-channel simbula- 
tons and sound definitely adds to 
a game. Maybe we should start & 
Sound Chart for people to add 
their votes to Frank's? 

E LM 


REAL PLONKERS 


Ear Loyd 
|disagree with R E Fortune in the 
Chris imas issus, Any game on the 
irum should be remewed, no 
w cruel or barbaro it Is 
ts are rea) plonkers they 
think the graphics d 
thought thay were ver, 
ErenoM rcondemned the game as 
soon as lhey receved it as they 
considered E a fermbie thing to do 
hke Mr Fortune cid, What about 
these poor defence aliens 
plodding around a si + when 
suddenty à ightring bo shoots p 
thair posterior? (dery paintul |m 
SUrê.) 

“Hs notthe same | hear you cry. 
Okay then, itismt but you have 
boxing and martial aris games in 
Wine you punch and kick the el 
Out OF someone, | mean AMERICANA 
probably didn't mean to ofand 

e — they justwanted to bring 
out à game thai puleci im SOME 
cash. sports simulation: as 
E e le as thai. Lisn meant o be 


inDo sed te j po: So RO Fortune 
; and anyone else llke them 
just gre AMERICANA A break gh! 
Elliot Owens, Kidderminster, 
Worcs 


o H fi is 


LM 


É) 


CBM 64, Spectrum, Amstrad CPC, Atari 800/41 


JoxE as 
TEL 019541909 
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BONE PICKING 


Dear Lloyd 

| have a very large bone to pick 
with'you. Well, it's not all your fault. 
But (VI get straight to the point) for 
just 32 more pages in the Christ- 
mas CRASH vou're charging 
01,95. Well that's what il seems 
but it's far too daft. Now, noting 
that CRASH contains issue O of 
LIRA that is said in the advert to 
be free with CRASH Christmas 
Special, it seems very very likely 
that vou are charging people: 

1 The normal 21 for CRASH 

24 15p extra for 32 pages more 



















































magazine: 

One and Two are acceptable, but 

as faras |am concerned CRASHis 

getting a little too expensive. 
esides, CRASH is a computer 


BEMOANING 
MOANER 
MOANS 

Dear Sir/Siress 


— thelightofrecent comments made 
in the FORUM along the lines of 
“tell anyone with any. complaint 
that we dont need their Com- 
ments'. This kind of philosophy is 
warped to say the least, and those 
corespondents responsible ssem 
io be unaware of the fact that a 


and that each individual is entitled 
to his or her point of view. What is 
more, the readers whose VIEWS 
difter from some of the more con- 
troversial ideas which appear On 
your pages tend only to say" Hhink 
| that Valente/Connor (remember 
him? Tony Bridgs is a bitofa bas- 
tard', and almost invariabhy fail to 
support their comments with any 
cônvincing or logical argumenta. 


particular form of moaner doesn't 


sentiments without resoring to 
abuse? | trust that this letter vil 
find its way into the FORUM along 
with the other (mainhy) junk that 
normally gets printed, as having a 
go aí moaners seems to be a cur- 


knows? | 
B Andrews, Chessington, 


39) 80p for a so-called “free. 


magazine -— 5 not a Youth | 


| feel compelled to write to you in | 


torum |5 a place for discussion, | 


Or perhaps it is the case thatthis | 


have the vocabulary to express | 


rentiy trendy thing to do. Who | 


Magazine. | hope next year s edi- 
tionat Christmas is much cheaper. 


Richard Dobbs, Cleethorpes | 


Tho CRASH Christmas Special 
has become a bit of a tradition — 
we always try to pack it with com- 
petitions and special features as 
well as providing some form of gift. 
We ran into a híile bit of criticism 
last year forcharging E 1.95 for 196 
pages — our printers-can only cope 
witha 196 page magazine — 50 giv- 
ing away another 80 pages in the 
form of a completely separate 
magazine this year seemeo like a 
good idea. 

The increased price is for one 
issue only, but the November and 
December issues are also a bit 
larger. Sorry vou felt a bit miffed 
Richard. What did the rest of you 
think about the new magazine that 
bears my initials ? 











DOUBLEPLUS 


€T070)5 


Dear Liova 
| am pigased to be able to say that 
da cj 6 f E) 


EE JE! 
don't want anyon 
almost put-me off 
| would like to say that not onty 
does it look g90d, Bul also acts dl 
| knows that the rewind on the tape 
racorder is a bit slow, but ft is still 


had. 
Davie Clifford, Telford 
No-ore in CRASH Fowers has go! 
anything against the Plus Two, 
Davis, We! 


about it, 


milho com 


00000 





Dear Lloyd 

Lam writing to you, notto complain 
but tó compliment you on your 
excellent postal service. 

On Friday the 14thof November, 
| received a package fromlhe 
postman. | hurriediy opened the 
package to find it contained a 
CRASH hat and T Shirt. “What's 
this?" | said, “lhavern'twona com- 
petition! [opened the letter which 
accompanied the package and 
read ff. 

'Congratulations on being arun- 
ner-up in the Adventure Chart fea- 
ture in CRASH magazine! ff read. 

| rushed upstairs and gotoutthe 
past few editions of CRASH. Just 
as IHhought, my name's notinany 
of them. | said sadly, Must be a 
mistake”. 

The following day — the 15th — 
my GRASH arrived — Issue 35 — 
which comes inseveral days early, 
astam asubscriber, | quickly tore 
open the thoughtiully sealed bag 
and turned to the chart pages. 
There itwas: my name. |was aruh- 
ner-up! 

So thank you for the hat and T 


HIGH SPEED SERVICE 


“eo oc.ococos.es... 


ical comment, Abuse on its own 























rey | panies waiting to-see how well the 


computer sold before procucing 


Ive always maintained that cniti- games, and people waitine 
cism, which may be good or bad, games to be rele: & Dup- 
should always be constructive and ZÉ VE asi 


supported by some degree of log- 


may be satisfving to hum Du | 
unless it is backed up by some 
supporting arguments it is lafgely 
withoul value. 

I'm always interested to recaive 
readers ' views on life, computers 
and the whole Spectrum wodd | 
and do what | can to encourage machine. This has now been 
debate in these pages. sorted qui, 

Junk indeed. You see, you've || LM 
just fallen into pour own trap Mr 
Andrews! 


ery Bary versions of lhe 


LM 



























Shirt CRASH is the best Spectrum 
Magazine ever as they deliver the 
prizes to the competitions before 
the magazines verifying the 
results! 

Brian Neilson, Petersbum, 
Airdrie 


PS also won the Christmas ques- 
tionnaire — the hat you pull the 
names out of must like me!!! 


One or two competition winnersin | 
the past may not agree with you 
Brian — there have been a few 
moments of panic when prizes got 
lost on their way to winners or 
companies lost lists of winner's. 
But we've asked Auntie Julie to 
také over as Competitions Secret- 
ary and she spend's all her time 
chasing peúple up, solving prob- 
lams and making sure winners get 
their prizes. lt looks like she's 
excelled herself in your case. FI 
pass your letter ofthankg on to her. 
Reading it will probably make a 
pr eod  ca fito dealing exc- 
tusively with problems... 

um | 
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Dear LM 

| was recently down at tha Newsa- 
gent's when | saw a SINCLAIR 
USER. | opened it as | was a bit 
| bored (very bored in fact!) and | 
saw a review of a game | had been 
waiting for for months. It was 
Space Harrier and | saw that it got 
a 5 star SINCLAIR USER CLAS- 
SIC. After seeing this | thought 
| WOW! and | cagerly sent off for the 
game from ELITE, After a couple of 
wegks the game armived. | quickly 
loaded it into my humble Spec- 
trum and | thought this is the best 
shoot em up on the Spectrum: | 
just couldn't beliave the speed. 

A couple of days later CRASH 
came through my door, | was just 
looking through it and | saw a nor- 
mal review of what looked like a 
normal game but when | looked 
Closer | saw the words SPACE 
HARRIER wntten on the top of the 
page and the general rating: Anear 
miss. What are you saying? This is 


the best game out! 
Mark Edwards, Redclifte Bay, 
Bristol 


Une or two other people, including 
Steve Wilcox ofELTE, thought that 
the CRASH reviewors had been a 
bit harsh on Space Harrier. The 
Doc Martened One' has already 
taken them to task, but they insist 
that their ratings stand, saying that 
somehow, there's not that much 
ofa game there. The promise that 
the game showed when it came in 
for previsw somebow didn't 


| matenalise into a game worthy of 


a SMASH it seoms. Reviows are 
always going to be a matter of 
opinion = and we're far from infalli- 
bile. Look at the Match Day con- 
troversy for instance. | 






What do other people think | 






about our ratings for Space Har- 
rRer? Were the CRASH reviewers 
“wrong? 

LM 


DEALING WITH DELAY 


Dear L lay 
Having read several letters along 
the lres of the Streethawky TT 
HRaces saga, | felt that LEISURE 
GENIUS deserve praise for the way 
ihey went aboul ady ing their 
new game for the 
Spectrum. 
Avidly reading lastyear's-Christ- 
| mas CRASH (No 24), pr 
page 116 that there was an advert 
for LEISURE GENIUS, with à table 
Showing games out, and games 
due for release (with date shown). 
Now, being a Scalextric' fan, | 
was keen to er that the 
Game was Qu jr release On 
January 22nd 1986. 

Untortunatety, the- game didn't 
arive on the shelves and there 
were no adverts to bé seen in any 
of the mai 5 | buy. After three 
months | ip Rope of hearing 
anything more about the game 
and spent the 210.00 on some- 
thing else. 

Heading issue 35, | turn to 

| PLAYING TIPS and on page 78 | 


CEE XIPI. 


Dear Lioydl 
While fiicking through Issue 35.0f 

ASH | saw ar advert, on page 
tUZ for vie Ar Kung Fu ll from 
IMAGINE. Carrying on a little further 
through the magazine | saw on 
page 123 another advert for ' Shao 
Lin's Road — The follow up to Yije 
Ar Kung FL" from THE EDGE. 

Feeling a little confused | turned 
back to the first advert and 
realised that the sequel to Via Ar 
| Kung Fu is being marketed, or aí 
least advertised by two different 
software houses — THE EDGE and 
IMAGINE. 

Which Company has KONAMI 
given the rights for the follow up to 
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See an advert for Scalextric on the 
apecirum, 

LEISURE GENIUS obviousty 
decided that the onginal date se 
tor release was a littla 
So they ped advertising 
game thatdidn texistand concen- 
trated on getting tt finished (hope- 
fully to the standard of a SMASH]. 
Gordon Collins, Lichfield, Staffs 


And there'sa pre 


ww oTtscalextric 


company ho! 
WET [À Jame IS EM 


De SIG ty 


ana rem 


nie problem 


EroDs 


LM 


KUNG FU KONFUSION! 


Fie Ar Kung Fu? 
Richard Hawkins, Woking, 
Surrey 


lts quite straightforward really 
Richard. Theofficial licence to pro- 
duce a conversion of the arcade 


| seque! to le Ar Kung Fu went to 


THE EDGE who have released Shao 
Lin's Road. Shao Lin's Road was 
the segue! to Yie Ar Kung Fu in the 
arcades. IMAGINE, on the other 
hand, have effectively published 
another version of game they pro- 
duced under their licênce, which 


| was Tor the conversion of Yie Ar 


Kung Fu. LM 













EL MENTARY 


Dear Lloyd 
Whilst reading Issue No.35, an 
alarming thought came to my 
mind. Please reassure me: is the 
new magazine LIM going to be 
another magazine, and nothing 
whatsosver to do with CRASH 
itself, or is it, (| hope not) going to 
replace CRASH? No more CRASH 
aRier Christmas!? Please tell me 
these are two different magazines. 
CRASH has been going for three 
years now (HAPPY BIRTHDAY), 
and we, the readers LOVE this 
name as well as what itrepresents; 
it's become a symbol, and we 
want to keep it as it is: CRASH, 
G Thibaudeau, London 




















MEANING? 


Dear Lloyd You really shouldn'tbe 
só tOuchy — or was it just the pras- 
sure of the Christmas Special? I'm 
referning to my letter you printed in 
the Christmas edition. My com- 
ment was just a generalisation 
when | said the reviews are 'alimays 
wrong. If | thought every single 
review in every issue was a load of 
rubbish — which Mhink you thought 
= do you really think | would carry 
on getting the magazine? 

Your second critical point was 
that | “went on to say that the 
Feviews were very good...' | 
never said the reviews were bad. | 






There is a difference. The reviews 
are very good with detail and com- 
ments and plenty of screen shots 
| andscoon. 

lhope you get the idea? 
Nick Clemons, Wolston, 
War wickshire 













Me, touchy? | still don't think you 
Can make a generalisation which 
includes the word “always” 

As Of this month you can start 
directing your comments to indi- 
vidual revigwers — they're admit- 
ing to who they are. Maybe you'd 
like to take up the issue with indi- 
vidual reviemers? 

LM 













Karate-l 


said the REVIEWERS are bad. | 


ape you agree that nothing can 
replace CRASH. 

Fear not! LIM is a completely 
Separaie magazine, put together 
by a completely separate team, as | 
you should have spotied from the 
Christmas Special Weil alright 
then, | offer a little help and so do 
O and Gordon from “up in Art 
but otherwise they're on their own 
as far as CRASH is concemeo. If 
you ses what |mean... 

in case you need any more 
Proor, Check your newsagents on | 
<Bth Janvary. You should find 
issue 1 of LIM on sale then, a 
whole week after this issue of 
CRASH went (or should that be 
q0e8 7?) on sala, 





Deal Ligya 

| am not a regular reader of your 
magazine but | feel | must point out 
d GTAve SITOr IN your CRASH Com» 
petition for Shao Lin's Road ilssue 
So, December 1986), 

The figures depicted in the 
drawing are not Kung Fu fighters 
but Karate fighters: They are wear- 
ing Ka ults and are perform» 
ng movements that are more 
Ke than Kung Fu-like. 

Is there that much of a difter- 
ence? fes, there is à huge differ- 
ence; Kung-Fu and Karate are 
definitely not the same art. 
Declan Chellar, University 
College Dublin Shao-lin Club, 
Dublin 


| AN. As à regular reader you might 


have spotted a far more sérious 
problem in the November issue -— 
there weren't any differences! But 
ihat s all sorted out now. lan Craig: 
viro drew the pictures, tels ma 
thal he wasn't aware that there 
were signiticant differences 
Weg Shao-Lin and Kar: 


| then he's not the Martial sor of 


Artrst. Trust that's:all cioared up 
POr. 
LM 











MIA MAMAS 


Dear Lloyd 
| am writing this letter to you so 
that you can inform me about your 
Rating Headings at the end of the 
revigws. The two heaádings | ask 
about are the USE OF COMPU- 
TER and GETTING STARTED. 
The earliest issue of CRASH | 
have is Issue 4 and there it said 


| something like: USE OF COMPU- 


TER how gcod the keyboard pos- 
ilioris are, if thev are responsive 
etc, but looking in the latest issue 
of CRASH (Issue 35), | notice that 
Dr What has definable keys, amy 
joystick, and they keys are respon- 
sive — it gets 41%. Then look at 
Undium = no redefinable keys, 
oniy Kampsten compatible and 
keyboard play .s not too easy, and 
| it gets 89% for USE OF COMPU- 
TER. Why? 
GETTING STARTED: in Issue 4 
à says, Are instructions clear, pac- 
kaging good, and loading 9000. 
Look at Oblivion - The game 
needs hardiy any instruchons as 
the game is basic; one reviewer 


says, “The packaging is excel- | 


lent" and it only get 56%. Another 
wi 

On a shightly different note, who 

| arevour Software Reviewers”? And 

why are there still no indications to 


who are reviewing the games? | 


Both ZZAPl and AMTIX tellyou, SO 
WHY DON'T YOU?? 













Stephen Coby, Halesworth, 
Suf folk 


| As of this month, we do Stephen. 


Ben, Paul and Mike are all “sign- 
ing” their revigws. Tou'il also 
notice that the ratings system has 
been revamped a little bit = the 
GETTING STARTED and USE OF 
COMPUTER ratings (which 
haver't ever been the major con- 
siderations when arivng al an 
overall rating) are no longer used — 
the reviewers decided that PRE- 
SENTATION was more relevant 
nomadays. They realised thai USE 


OF COMPUTER and GETTING | 


STARTED percentages werent 
being used to the best effect and 
fedt that those two ratings Were a 
bit outdated. In the early days, 
uhen the option to define keys 
was umnheard of and keyboard 
response so variable, they were 
much more important, 

There's a full explanation of the 
new way of working somewhere 


around Page 14 of this very Issue. | 


| still maintain that you can 
attach too much imporance to 
percentages — it's the written criti- 
cisms that really tell you about à 
game. The percentages are only 
there as a quick summary of the 
revigwers "opinions. EM 


| FHE ASSOCIATED EXAMINING BOARD 
t for the General Certificate of Education 


| January Examination, 1987 = Ordinary Level 


| THE SPECTRUM 


| 
| THREE questions are to be attempted 


| 1. The Spectrum is an out-dated machine. Discuss, 

| 2. Write notes onthe effect of hype inthe software business, paying par- 
| ticular interest to licensed software AND advertising. 

(3. Comment on TWO of the following statements, giving your views; 

| a) Big business is destroying software creativity 

| b) POKES remove all purpose from games soitware 


ci John Minson is a pratt 


4. Compare the criticism levelled at 3D Games to the lack of criticism 
| fevelied at arcade adventures and platform games. 
5. 'Hannah Smith = The only gíria tipster 


How far do-you agres with this view? 


| 6. EITHER 


| wWiththe aid ota sketch compare the layout and presentation of CRASH 


| to-any other similar publication. 
| OR 


| Giving particular examples, write anaccount of the cultstatus achieved 
| by Lloyd Mangram and the letters 'LM”, discussing the part they play in 


| modem society. 


—— — 


Robert Burgess, Rotherham, South Yorkshire 
“Answersshould be written legibly in black or blue ink, or preferab!y typed 


forease ofreading. The examiner reserves the right to appeno comment 
ashe feels appropriate, and would encourage candidates forthe LETTER 
OF THE MONTH to create and answer their own questions. Account ill 
be taken of initiative, ciarity Of expression and neatness of handwnting. 
Place completed answershests in an envelope addressed to LLOYD 

| MANGRAM'S FORUM, PO BOX 10, LUDLOW, SHROPSHIRE, 58 1DB. 
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curunia A The name for joysticks 


WARNING: — cheap imitations 
of our range are availabla. 
Please be careful and insist on 
our product to ensure full 
guarantee of satisfaction. 
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Contact your nearest computer store 





tor details on full range or clip ES 
| the coupon. a 

Prices from £8.95 — £69.95 £ no 
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by Rosetta McLeod 


MUSIC TO MY EARS 


For this, the first CRASH COURSE of the New Year | have 
looked at a mixed bag of educational software. Three music 

| Programs landed on my desk, and tis good that this interest- 
ing area, enjoyed by both children and adults, is atlast being 
given the attention it deserves by the publishers, The trio of 
programs, ranging from Theory of Music (a formal approach 
for those studying for music exams) to the lighter but no less 
valuable, Note Invaders and Pazazz, should appealto a wide 


audience both young and old. 


The other programs reviewed this monthare aimed at the 


COPY CATS/SPELL CATS 


Producer: Key Software, 
33 Hilton Street, Aber- 
deen, AB2 30T 

Retail price: £4 cassette, 

| £E5.50 Microdrive 

Age range: primary 3 = 
secondary remedial 
Author: Andy Watson 

Copy Cats and Spell Cats form à 


pair Of programs that can be used 
to improve a child's ability to rec- 


ognise and spell common words, 
The programs make use of the 
Look - Cover = Write — Check 


| approach advocated by reading 


specialists, and the words chosen 
lover 200, used singly and in two 
and three-word phrases) are taken 


| from MeNally and Murray's Key 


Words, and Edwards and Sum- 


| merss The Hundred Most Fre- 


quent Vrords. 
Copy Cats displays a word or 
phrase which the child looks at for 


| as long as is desired. When the 


CONGRATULATLONS! 


Vour final score mas 


r 


ess SPAC 
KEY SOFTHARE 1206 


A SAM 


7-12 age group, and are representative of the increasingly 


wide range of software becoming available. From major pub- 
lishers like HILL MACGIBBON to the smaller KEY SOFTWARE (rum 


' by a teacher), the programs cover a whole variety of skills 


ranging from teaching punctuation, spelling and fractions, 


and problem-solving. 


to developing the more abstract concepts oflogical thought 


Next month Pl be looking at software from Granada Televi- 
sion to accompany their series of programs on The Micro At 


Work - DON'T MISS IT! 


player feais able to spell the word, 
pressing SPACE causes the word 
to disappear. The correct spelling 
must then be typed in. There are 
six levels of difficulty, ranging from 
simple three-letter words to 
phrases consisting of three words. 
Level One, for instance, contains 
words such as “bad — cat = has = 
pig — yes”, while Level Six asks 
the child to cope with phrases like 
“about the house = in the picture — 
find that woman”, 

The aim at each level is for the 


OF THARE.. 
gi O LENA 


| high 


| sound 


child to achieve twenty correct | 
spellings, but the game ends if 
three mistakes are made in a row. 
After twenty correct answers the 
final score is displayed, and if a | 
printer is attached the score car 
be printed out, 
Spell Cats is a similar game, but | 
this time the word or phrase Is dis- 
played for a length of time related 
io the speed chosen. If a wrong 
answer 15 given the speed slows 
slightiy, while correct responses 
have the opposite effect. Quite a 
level of competence is 
required at the fastest level, forcing 
the child to absorb the whole paf- 
tern of the word or phrase rather 
than splitting it up letter by letter. 
Copy Cats and Spell Cais are 
both attractive little programs, and 


| because speed and start level can 


be varied, they can be used with 
children at various levels of com- 
petence. Sound can be switched 
on and off, though it has to be said 
that the level is so quiet (and the 
tsef not particularly 
interesting), that it contributes little 
to the appeal of the program. Allin 
all though, these two programs arê 
based on sound educational prac- 
tice and the accompanying man- 
val clearly lays out the aims and 
objectives of the package, 


COMMENTS 


"Control keys: all letter keys 


Keyboard play: good 
Graphics: limited but attractive 


| Use of colour: efectivo 


General rating: these programs 
have been written by a teacher 
with a great deal of experience, 
and provide excellent value for 
money 





FRACTIONS 


Producer: Key software, 
| 33 Hilton Street, Aber- 
deen, AB2 30T 

Retail price: £4.00 cas- 
sette, £5.50 Microdrive 
Age range: primary 4 — 
secondary remedial 

| Author: Rod MacAulay 


The title may be rather uninspired, 
but this program provides a very 
effective means of teaching both 
the basic concept of fractions and 
the way a fraction is represented 
by numbers. There are actually 
three short programs on the tape, 
taking the child through the con- 
cept step-by-step. | 

Bits and Pieces begins by using 
shapes to demonstrate the idea of 
a fraction as part of a whole. The 
screen is laid out with a text win- 
dow-alongside a fractions window, 
| and the movina graphics (showing 
a whole ball spirtting into halves, 
quarters and so on) are a visually 
effective teaching aid. 

Tops and Bottoms goes on tô 


| display this information in terms of | 


numerators and denominators, 
again using shape to demonstrate 
the use of numbers to represent 
fractions. 


The last program, Match Them, 
sa nice lithe game which tests the 
child on the knowledge gained in 
the previous programs. The idea is 
to choose the correct fracton from 
those displayed to match the pio- 
tured shape. There are three levels 


of difficulty to choose from, and at | 


the end of the game a printout of 
the score can be obtained. ed 

Fractions is an extremely helpful 
tool for teaching an important area 
of mathematics, with cotour and 
large print being used to very good 
affect. 


COMMENTS 


Control keys: mainly ENTER and 
SPACE 

Keyboard play: good 

Graphics: very 9000 indeed 

Use of colour: bright and 
extremely effective 

General rating: an appealing 
program, very well structured, 
which brings alive the concept of 
fractions. Unlike most programs 
on this topic, which only reinforce 
knowledge already acquired, thus 


| program is a true teaching aid, 


Definitely value for money 


RUN RABBIT RUN 


Age range: 5-9 years 
Author: Newman College 


A program in the Games to Stretch 


| the Mind series, Run Rabbit Aum 


has been designed to promote 
thinking skills in young children. It 
can be plaved by one plaver 
against the computer, or by two 
players against one another. 

You can choose how many rab- 


| bits you would like (from two to 


four), and whether you or the com- 
puter should control the fox. The 
screen then shows a ten by ten 
grid which is the board for the 
game. White squares represent 
ópen ground, blue squares are 
ponds where animais will drown, 
green ones are bushes for hiding 
in, and there are also burrows 
where the rabbits may hide. The 


“idea is to move the rabbits to their 


home: burows before the fox 
catches them. Below the grid, you 
are told the number of moves that 
the animal has left: these are cho- 
sen by the computer at random — 
four rabbits have between four and 
twelve moves, threa have between 


three and nine moves, and two 
have between two and six moves. 
The fox always has between three 
and eight moves. 

The accompanving booklet 


| describes all the rules and'explains 


the keys for moving the animais. | 
Number keys 1 to 8 are uses, 
alowing movement horizontally, 
vertically and diagonally The 
game is certainly useful in 
encouraging skills of predictive 
reasoning, and the children who 
tried it out tor me thoroughly 
enjoyed it - once they understood 
the rules! 


COMMENTS 


Control keys: number keys move 
the animals; it would have been 
easier fa keyboard overiay had 
been provided 

Keyboard play: responsive 


| Graphics: simple but good 


Use of colour: the black border is 
rather depressing! 

General rating: an enjoyable Iitte 
program which children will come 
back to again and again 


PUNCTUATION PETE 


Producer: HillMacGibbon 
Retail price: E9.95 

Age range: 7-12 

Author: Five Ways 
Software 


As a teacher, | know how difficult it 
can be to teach the conventions of 
| punctuation to young children. 
| And most of the drill and practice 
programs that Ive seen On this 
topo have not been particularly 
useful. Punctuation Peta however, 
is different. There are two prog- 
rams on the cassette. On one side 


5 the punctuation program con- | 


taining a wide vanety of eres co 
for the child to punctuate. The 
menu offers tour levels of difficulty 
| based on the reading levels of the 
passages, then the child has to 
choose which type of scribe he |s. 
The passages aimed at the junior 
senbe require full stops and capital 
| letters; those for the master scribe 
need quotation marks, question 
marks and commas, while, you 
are a super scribe, you have to 
insert all the missing punctuation 
Marks, 


An example of a passage at | 


junior scnbe level is; “s00n the 
train came it was nearly empty 
anna got in it was her first journey 
away from home “your father will 
meet you at the station at naira, 
har father said 'be careful now, 
anna dont talk tó any strangers' 
the train started suddenly”. The 


| child has to move Punctuation 


Pete along the lines stopping at 
points where a punctualion mark 
Is MisSING. 

A keyboard overlay ptaced on 
the top row of keys gives the 
option to move Pete left, right, up 
or down. Capital letters may also 
be inserted and mistakes deleted. 
Punctuation marks such as com- 
mas, full stops, quotation marks 
and question marks are inserted 
using the normal keys. When the 
child has finished punctuating the 
passage, Punctuation Pete 
checks it over and moves to any 
mistakes he finds, The child has 
three chances to correct the error 
before the correct answer is given. 
When the passage |5s completely 
correct, Pete waves and jumps 
about, and another passage can 
be attempted, 

This is à useful program which 


will motivate children tô improve 
their skills. On the other side of the 
tape is Wordfinder, a kind of 
thesaurus containing about a 
thousand words aimed at 
encouragina children to make 
links between words. The first 
screen lists the categories air, 
water, land, how you move and 
needs of the traveller under 
“Travel” with a downward arrow 
beside each. Pressing the down- 
ward arrow key takes you on to a 
further list of words and phrases to 
do with travel. Some words have 
horizontal arrows beside them and 
pressing the comesponding amow 
key causes the screen (O move 
sideways to another page of con- 
nections. Again, a keyboard over- 
lay is provided, and it also offers 
the options of playing anagrams or 
hangman. 

Anagrams uses words from the 
thesaurus and the child has to rear- 
range the letters to make the cor- 
rect word, The player can return to 
the thesaurus at any point to 
search for the word, or, by pressing 
the Help key, can call the word 
onto the streen. Letters not used 
in the word to be guessed are 


shown on the screen as the child 


| suggests them, which is a very 


useful feature. Hangmanis a game 
children love, so they will enjoy this 
computer version. 

Included in the package |s a 16 
page booklet with information on 
the history of writing, and the ori- 


| gins of placenames, printing and 


communications. There are also a 
variety of tasks for the child to 
complete, including writing a 
dialogue, completing a crossword 
and breaking codes, This is an 
excellent package, particularty for 
use in the classroom. 


COMMENTS 


Control keys: a keyboard overlay 
for each program simplifies the 
commandas 

Keyboard play: good 
Graphics: limited to Punctuation 
Pete and the Hangman graphics, 
but very good 

Use of colour: very good 
General rating: & very good pac- 


| kage, with an excellent booklat giv- 


ing ideas for extension work 
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THEORY OF MUSIC 
TO GRADE 5 


Producer: Ted Kirk, 33 

| Humber Crescent, Sutton 
Leach, St Helens, Merse- 
yside 

Retail price: £5 cassette, 
£8 Microdrive 

Age range: music stu- 
dents, Grade 2 to 5 


There must be a large number of 
peopie, both young and old, study- 
ing for music. exams throughout 
tha country Although there is 
software aimed at teaching the 
rugiments to young children, this 
| isthefirst | have seen which covers 
| the theory of music for all ages. 
The set of programs makes little 
attempt to teach, but instead con- 
fines itself to setting and marking a 
whole range of questions on the 
foundation knowledge needed tor 
the Associated Board examina- 
tons from Grade 2? to-Grade 5, 

Program one contains three 
options = Key Signatures and Tonie 
Triads, Scales, and Intervals. The 
first of these covers grades 3, 4 
anã 5, while the other two also 
offer grade 2. H the pupil does not 
give fhe correct answer to a ques- 
ton, the computer simply states 
that the answer was wrong and 
doesnt show the correct 
response, tis possible for the user 
tô escape from a question and 
move on or retum to the menu at 
any time, 

The second prógram on Time 
Signatures/Bar Lines and Rests is 
more suitable for higher than lower 
grades, as a reasonable command 
of rhythm is needed. Tha accom- 
panving booklet apológises for the 
fact thatin the first part of the prog- 
ram the computers checking can 
be rather slow, but explains that 
the longer the process takes, the 
more likely you are to be right! A 
straightforward | multiple-choice 
quiz is contained in Program Four 
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— à dictionary of the musical terms 
tested is included in the booklet, 
The quiz offers questions on a 
range of options = Expression, 
Tempo, Dynamics, Little Words, 
Performance, and Various Others 
= s0 if you don't know your Rallen- 
tando from vour Pocchettino, this 
is the program tor you! 

The final program is aimed at 
Grade 5 students who, tor the 
exam, have to write à chord laid 
out on two staves. | particularly 
liked the error statements which 
appear in this program, including 
“This is not going to be right: Let's 
have a fresh start, and “You are 
muddling me up: Let's try again"! 
Tá my untrained ear, it seemed that 
the Spectrum's sound capabilities 


| were well used, but Ted Kirk does 


comment in the booklet that the 
“Simulation of chords in Program 
Four can only be described as 
paintul." 

Having little knowledge of music 
theory myself, | asked à protes- 
sonal to have a look at this set ol 
programs. He was extremely 
impressed by the depth of content 
and commented that, though they 
might not improve your plavina, 
theyd certainly help vou get 
through the exams, 


COMMENTS 


Control keys: always clearly 
explained on the screen 
Keyboard play: good 

Graphics: very good representa- 
ton of musical notation 

Use of colour: limited, butusedin 
a sensible way 

General rating: written by a pro- 
fessional musician, this set of 
programs is a very useful way-ol 
Preparing for music exams, | 
appreciated the sense of humour 
inthe accompanving documenta- 


| ton! 


ra 
pata 
PEDE DR DE 


PAZAZZ 


Producer: ASK Software 


' Retail price: £ 13.00 


Age range: 9+ 


Pazazz is à package which allbws 
the user to draw and animata 
characters on screen, creating 
appropriate Music =igjo! 


| backgrounds for the performance. 


Iwo casseítes and a comprehen- 
sive booklet are included in the 
pack. The data tape contains tour 
complete performances showing 
a breakdancer on the street, a 


| Clown on the high-wire, a skeleton 


in a graveyard, and a disco-danc- 
ing girl, 

Having viewed the demo prog- 
rams to get a general idea of the 
possibiíties, the user can-create a 
scenario and performance. The 
EDIT command in the main prog- 
ram contains options allowing you 
to change the music, the scene, 
the figure, and the movements, 
ana then tó link them all up, There 
are also facilities for synchronising 
the movements to the music, for 
altering colours in the foreground 
and background of the scene. and 
for creating quite sophisticated 
settings. It is possible too, to use 
existing figures, séenes and 
music, so you could have a disco- 


dancing -girt in a graveyard! 

The creation of the music is 
probably one of the more interest- 
ng optors, although the instruo- 
tions are rather complicated. Ônce 
vou have recorded a tune, you can 
then make some changes to it: you 


| Can change the rhythm, select a 


cue or lgad-in of a few beats, and 
set the beat too. At the end the 
whole performance can be saved 
onto a blank tape for use at a later 
date. This isa very complex, but 
Creative package, and younger | 


| Children would certainly need the 


help of an adult to follow all tha 
instructions 4n the booklal. 


COMMENTS 


Control keys: described both on 
the screen and in the booklet 
Keyboard play: good 

Graphics: quite attractive 

Use of colour: good 

Sound: notas good as in some 
music programs, but still accepta- 
bte 

General rating: this is a very diffe- 
rent type of program. Ônce chil- 
dren have mastered the instruc- 
tons, they should enjoy making 


| their own performances 


NOTE INVADERS 


Producer: Chalksoft 
Retail price: £9.95 

Age range: anyone learn- 
ing music or an instru- 
ment 


| always like CHALKSOFT'S software, 
and this package keeps up their 
high standard. Note Invaders con- 
tains three programs. Side One of 
the tape holds Note Invaders, a 
version ofthe shoot 'em down type 


Of game, in which a note travels | 


across the staff and vou have to 
press the correct key for the note 
IA to G)to release a rocket before 
the note wipes you out! You can 
choose to have the notes on the 
treble or bass clef; and with three 
levels Of difficulty, the game can 
become fast and furious: The 
Qquicker the note is recognised, the 
more points are scoreo, and the 
highest scores are shown on the 
screen. 

The second side ofthe tape con- 
tains two programs, Staff 1 and 
Staff 2. The first one teaches the 
basics of reading the staff, and 
helps the user learn the names of 
the notes. The clef is explained, 
together with leger lines, and the 
old mnemonic “Every Good Boy 
Deserves Football" is also taught. 


Staff 2 provides a test of twenty 
questions, and'notes are shown on 
screen as a sound is heard, The 
teacher can choose to set ques-| 
Hons on the treble or bass clef, and 
has the option of using the prog- 
ram with one pupil, or as a repeat- 
ing test for a number of pupils, Dur- 
ng the test, notes appear on the 
staff, and the pupil must name 
them correctly NH a question is 
answered incorecty the screen 
display reverts to the teaching 
mode, showing the named notes. 
H desired, the scores may be 
retained in memory until the 
teacher calls them up, 

This is a really excelient little 
program winch all beginners 
should enjoy and benefit from, The 
game in particular, makes the mas- | 
tening of the basics a fun task and 


| ts ideal for young learners, 


COMMENTS 


Control keys: kept very simple 
Keyboard play: very responsive 
Graphics: excellent 

Use of colour: very effective 
Sound; extremely góbod 


| General rating: highly recom- 


mended 











BUGSY 


Producer: CRL 
Price: E7.95 
Authors: St Brides 


After a couple of months bei 
ahead of the rest | find myse 
behind once again, reading 
others' reviews before pet my 
own. Oddiy enough | don't like 
reading other reviews before writ- 
ing mine as rather than just cliche 
you're tempted to look for a new 
angle, and sometimes there ism't 
ong. This 's. about Bu Sy 
Marcon and he's gonna wase'd da 
| whole south side wedda yu like à 
ornotso let's get all the pussy and 
rabbit footing over with and leave 
ali the cliches where they belong — 
in the adventure. 

Being a St BaIDES game, that gir- 
lia Trixie Trinian (who used to be 
Jennings before he donned a pink 























| one off in the common room of the 
school, writing about her adven- 
tures in the Very Big Caves in the 
hope of selling them to à Sunday 
newspaper. Suddenly the peace 
and tranquility of the boarding 
school ethos is broken by the door 
bursting open to reveal à real cutey 
rabbit, about three feet tall, and 
blue, although the depth of 
blue might well increase if its gun- 
th wound isn't attended to 
cid a The common gregar- 
rowinog leporid mammal 
net onhy nad but talks: 'Da 
| name's ic Bugsy Maroon. | 
wanted to take over da Chicago 
mobs but | blew it. 's all over now. 
Em hurt bad. I'm nadie”, 

Now the next bit is a bit zany, 
but bear with me. The rabbit, 
despite a never-say-die pep talk 
from Trxie, still snuffs À, but 


with the girls, the program offers 

redemption in the way only adven- 

| tures can andit'sacase of Do you 

want to try again"? Now an annoy- 
thing is that every time you get 

lilea in the game (and, by the very 

nature of the adventure, this is nad 


common room death scene which 
| becomes a real chore, | can tell 


you. 


shirt and green knickers) kicks this 





instead of preparing Fried Rabbit | 


often) you must go through this | 


Playing the game and reading 
tha descriptions is pretty good fun 
as there's some real humour lurk= 
ing at each locality. | tended to pre- 
fer the real zany stuff and there is 
much play on the fact that you are 
guiding this long-eared bunny 


| around the Chicago streets of the 


20's. Take this passage from the 
jailhouse area of town: ' 
with the ears!' * snaris one of the 
quards, barring way. “This is 
the jailhouse' ". Then below it you 
read ' “Hey, you wit' the keyboard! 


| Whaddaya tryin' ta get me in the 


sepias. 


of bars and poolhails 


jailhouse for?" * And again with ' “| 
am standing outside a theatrical 
costumier's (betcha didn't know | 
could say words that long)'. To the 
north the road goes northwards 
while to the south it stretches in a 
southerthy direction” (| like the zany 
bit at the end — more of which in a 
moment). Entering the shop gives 
ou: “*| am inside da thatsoom- 
ES. ..| mean da fat- 
ricoomiers ...Aw  heck, you 
already know | can say the words, 
so shaddup''. Pure zaniness is 
this passage taken from the poster 
at the railway station: "Come to 
Chicago where lights are bright, 
where men are men and women 
are women. Where horses are 
horses and dogs are dogs and 
pd o se is pretty much the 
hj Ss expect ft to be”. 
ugsy' is without doubt an enter- 
taining game with zany humour 


“Hey, you | 


E E TE dá 
bars and pooL kaLils. | 
very atmospheric, 


outside Deviney s Bar. 
“ce Leads east and west. 


am 


Ci e 


and a SCORE command which 
reflects money acquired in the first 
instance, but later shows your 
ranking amongst Public Enemies, 
You can spend a long time wan- 
dering around the adventure but 
you are only really getting some- 
where when you get to scan the 
option screen with the following 
options on it: G GREET, FSWEET- 
TALK, X INSULT, B BRIBE, H 
HIRE, Y BUY, T THREATEN and P 
PROTECT. Some pictures seem to 


take an awfully long time to appear 


on the screen but, everything con- 


ES ES fair po 


== E —— — 


m in a street 


The 





The giant blue rabbit finds himself downtown, in a street full 


sidered, | think. if you liked 
Cave and so on, you'll certainy 
warm to this one. 


COMMENTS 





Difficulty: not easy 
| Graphics: average 
Presentation: good 
Input facility: verb/noun 
: slow appearance of 
datorai 
neral rating: tries hard to be 
| funny and very often succeeds 
Atmosphere B1% 
Vocabulary 78% 
Logic 85% 
Addictive quality 78% 
Overall B4% 
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Producer: US Gold/ 


Price: 9,95 
Author: Stefan Ufnowski 


| was wandering around the book- 
shops down town and tgp es 
jd as well get this book 

Colour of Magie. After search- 
ing my way through ju st about 
every Isaac Asimov titie( (and'there 
are quite a few) | gave up, only to 
discover on getting back home 
that this game is from the Isaac 
Asimov science fiction magazine 


rather than the man himself. My | 
mistake, you might think, but as | 
lr all misconceptions some- 


ai :5 shown up here — Ike where 
game coming from? (Man.) 
a es wherevar it comes 
from, the story isn't half bad. je | 
relates how the peace- id o 
highly advanced Zyroneans had it - 
cushy until this Kayleth arrived to 
wreak havoc and destruction. The 
story, by sheer coincidence, has a 
pa: resemblance to a Star Trek 
episode bad repeated by the 
auoo old Beeb in November last 
ona where this advanced 
sit, oblivious, high up in the 
clouds while the tro es in 
their caves are kept down by an 
insidious gas from the caves' rock 
walls). In this game the rare min- 
eral, chromazin, is the desired 
commodity and Kavyleth, oiço 
ing atomic disemblers and ruth- 
less androids, enslaves the 
neans and humbles them with the 
task of clawing out the subterra- 
nean rocks to extract the precious 
needs. 
Now, in true sci-fi comic book 
tradition, there has to be some 
berk who will put principle above 
short term acquiescence and, yes | 
you've guessed it, the pillock isthe 
character you hoist around this 
iolly jaunt of a program. So as to 
leave you in no doubt as to the 
enormity of the task you've let 
yourself in for, the prgem kicks 
off with your good self rmiy strap- 
ped to a conveyor belt which |5 
moving ever closer to a pair of 
cold, steel claws which rhythumi- 
cally descend and spew out a 
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| Fergus McNeil chappie 


e of electric blue light. Now | 
€ ntwory so much about the 
claws being cold (you think the 
robot would have the « cy to 


| warm fts hands first, really): it's that | 


ida blue light which should 
ave you strugaling with your arm 
restraints. By the way If you're 


hasn't a name, well, that's all part 
of the story — your mind has been 
ied by brainwashing, and 


emptied by 
| only playing through the game can 


cast ar do. ob a 

a bjo pato do higihhy 
professional, as you might expect 
from US Goid. The loading screen is 
fashy and constructed in an 
unusual manner with a number 


start an option to preview the 
game is offered and it would take a 
will of iron to resist. Revealed are 
the super graphics and no-non- 
sense location deseriptions, but 
Em afraid | really can't get over onie 
major failing with these ADVEN- 
TURESOFT 


motorists dazziing the guy in front 
with headiights on full beam. The 
child in the car asks if daddy was 
biinded to which he replies, 'no, | 
wasn't looking'. The same goes for 





Producer: Piranha 
| Price: E9,95 
Authors: Delta 4 


Bear with me one moment... I'm 
just looking for a photograph that's 
been lying around my floor for 


| about eight weeks and it seems 
| such a shame not to mentlon it 


after someone went to all the trou- 
ble to shoot it and everything. ht 


sign contract with DELTA 4, which 
sounds the wrong way round, but 
all seem happy in the photo. 

Well, the upshot of it is that this 


5 pop- 
ping up just about everywhere, 
ah fts all that his sidekick, Judith 
Child, can do to stop him. | mean 
to say, 'm sure amongst the folder 
of info proffered by PIRANHA to o 
with this game thera was one 
that indicated a slight lack of 
enthusiasm for the Colour project 
on her behalf. Really, Judith, hav- 
ing read about two-thirds of the 
book to date | can say | think it's an 
excellent book, one of a kind 
(whatever that means). 
— Fl'be quite honest here = | had 
never heard of the book by Terry 


e but a friend who reads 


| again, he's heard about and read 


just about everything in the sei- 
ence fiction and fantasy fields. 
Now, if you're reading this review, 
and you've read the book, and, 
what, you've played the game as 
well... then what the heck are 
you reading this for = a second 
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| wondering why your character | | 


counting down a fast load. At the | 





shows a Mike, a Fergus and a | 
Stephanie with the label, “LEVEL & | 





Pratchett called The Colour of 


opinion? No, seriousty, you've got || 


which causes the pictures to dis- 
appear. it's a shame not seeing the 
pictures - but who wants a 
headache? 

| did have a quick run thrc 
the preview pics with the ár 


| no idea what the book's about and 


you want to know what the game 





can offer. Well, the answer is the | 


game has much to offer and the 
book is all about the magical 
number eight (hence the crummy 
joke at the beginning about eight 
par = 0h, you get t now do you 
e chief character in the book, 

and the one you whisk around the 
ablibi 0d “Ankh rija and 
beyond e game, is a hapless 
wizard aid; Bincewind who 
winces his way through all manner 
of mishaps and unbelievably bad 
runs of luck. Take his training as a 
wizard, where, sneaking a peek at 
a powerful grimoire he ended up 
with one of the spells leaping from 
the pages and lodging in his mind. 
| This curtailed any further studies, 


E 
ci ERR 
on mi 





mological 





e = ú 144 EE Ft 

E Enapbing TEC auDtike mamdik dE 4a 

à PIDE Tito Feades MoFki Fu 

me reviegwing these ga To | ness up and it seems that a lot of 
| avoid a headache for the rest of | effort has gone into the graphics. 
the day the brightness on the | Three-: e animation is often 
screen must be turned right down seen, as with tha huge two h 


Mokki in the Twin Peril forest 
and the cious Zemps in the 
ancient citadel of Zenron. To save 
memory now and again mirror 
| 5 are used to form a symmet- 
rical picture but all-in-all, the pic- 


meaning he couldn't cast spelis 
like other wizards, lt wouldn't be 
so bad if he had any control over 
the one spell he does possess, but 
this isn't so; the spell leaps out of 
its OWN accord 


But the magical dabbler isn't a 
total loss as is an excellent 
translator and it is this skill which 
brings him crashing into the 
storyline. The big picture has four 
LE vila elephants supporti ng 
a disc atop the meteor-pocke 
shell of a turtte by the name of 
Great ATuin. Because the Dis- 
eword is supported by this turtle 
tracking its way across the skies, 
this gives licence for a joke con- 
cerning its Steady Gait crawling or 
ts Big Bang rendezvous (this 
involving some psd, on a cos- 

get ) 
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| adventure. Ankh-Morpork 
| foremost of all the cities bounding 





manrcts, and commands are sepa- | 
rated with a comma or tha words 
AND orTHEN, A further refinement 
uses IT as in GET THE PYxIS AND 
OPEN IT. 


Kayleth follows in the footsteps 
of Rebel Planet. As with that game, | 
this one has a lot to offer the dedi- 
cated adventure enthusiast. In 
addition, science fiction fans may 
find much of interest in what is a | 
very weli-constructed plot. 





Difficulty: not overty difficult 
Graphics: good 
Presentation: white background 
is abysmal 
Input facility: beyond verb/noun 

| Response: alright 
General rating: good sci-fi jaunt 
Atmosphere BB% 
Vocabulary E7% 
Logic 9% 
Addictive quality 81% 
Overall B6% 


THE COLOUR OF MAGIC 


Now if colide =" with | 
the old memory nory, forget all the curi- 
ous creatures in the sky and just 
consider the Discworld for one 
moment. There is a long waterfall 
WISping away at its circumference | 
but more relevant to the game is its 
makeup which does away with the 
normal east, west, south move- 
ments and replaces them with 
Hubward, Rimwara, Turnwise and 
Widdershirs. 

The Hub of the Discworld is 
never closely warmed by the sun 
and the islands there are locked in 
permafrost. The Rim is a region of 
sunny Islands and balmy days. 
Turnwise and Widdershins are less 
Obvious, but relate tó the direction 
Of spin on the Discworld where 
Widdershins es the 800 day 
spin direction. are B days in 


| a disc week and 8 colours in its 


light spectrum with the eighth col- 
Our being octarine which is a sort | 
of  greenish-vellom. ... purple. 
Eight is à number of some occult 
significance and in some places 
like the temple of Bel 
Shamharoth) shouldn't even be 
mentioned, Needless to say, Rin-| 
cewind's room in the Unseen Uni- 
versity's Halls of Residence was 


“the urnortunately contrived 7a! 


The next piece of a no y 
brings us back to the twin cities of 
Ankh-Morpork and the plot of the 
are the 


the Circle Sea, but even so, few | 
people from the Counterweight 
Continent on the other side of the 
Discworld have ever wanted to 
visit them. None before have been 
as reckless as the tourist, 
Twoflower, who in this story lands 
at the harbour in Morpork and pro- 
ceeds to throw his considerable 





















































money around. These gold pieces, 
or Ahinu, are no more than a hum- 
ble clerk's savings from the 
Counter Continent but in Ankh- 
Morpork, whose currency Is 
devalued with copper and silver, 
these monies represent vas 
wealth. Were this not enough 
Twoflower's luggage is made of 
sapient pearwood, and Rincewind 
5 fully aware that even an 
Archmage, by dint of a effort 
over many vears, would struggle 
to fashion a mere staff, never mind 
a trunk. What is a little un-nerving, 
however, are the tourist's four eyes 
and some peculiaríties concerming 
his luggage— like the fact itsprouts 
mary tiny legs to go about ts bus- 


with iis rows of sharp teeth. 
Rincewind's first task is to wTest 
the quilible tourist from the 
assorted low-lifes around him 
eager to their hands on some 
of those gold-rich Rhinu. Broad- 
man, the owner of the Broken 
Drum, is already tryi 
Twoflower of many a Rhinu when 
Rincewind overhears the commo- 
tion from his seat in a dark comer 
of the taverm. Being a multi-lin- 
guist, he eventually identiies the 
tourist's tongue which leads to the 
following popping up: 'Rincewind 
attempted to translate. After trying 
almost every conceivable tongue 
(Chimeran, Vanglemesht, Sumin, 
even Black gu, a language 
with no nouns, and only one adjec- 
tive, which is obscene) he he in 
desperation, mumbled a few 


man's face lit up. 

The Colour of Magic |s à super 
book (a coral paperback) and 
therefore the Quiled and lustra- 
tored computer game was always 
| going to be something worth play- 

ing. But the DELTA 4 team of Judith 
Child and Fergus McNeil have 
done a really competent job of 
coding the concept. The text, like 
the plot, is very close to the book. 
The pictures are quite good ana 
the presentation (| particularly 
lked the full moon which parts to 
accept your input)is very neat, The 
game comes in four parts which 
makes the asking price seem very 
reasonable. Any money spare 
should certainly be directed 
towards purchasing the paper- 
back as without it the game, Fm 
sure, could appear a little mysteri- 
OUS. 


COMMENTS 





Difficulty: could prove puzzling 
without reading tha book 


= OREy 
Presentation: good 
Input facility: a little beyond verb/ 
noun 
Response: fast 
| General rating: good 


atmosphere 85% 
Vocabulary BY 
Logic B4% 
Addictive quality B9%% 


Overall 


iness and can munch-a man's arm | 


to fleece | 


words of heathen Trob. The lítile | 








THE ARCHERS 


Producer: Mosale 
Price: £9.,95 
Authors: Level 9 


Em sorry if my mind strays during 
this review — you see, ['m trying to 
listen to the Omnibus Edition of 
The Archers on Radio 4 while writ- 
ing this stuff here. lts difficult to 
know how to sum up this program 
if you're not aware of what it's all 


about (andifyou are aware ofwhat | | : 


tha program's about just what kind 
of boring fa..fellow are you'?), 

You could think along the lines 
'gee, isn't this decadent Iistening 
to a load of old rural twaddle that 
no-one else listens to', a kind of 


Oxbridge alooíness and “when | 


does the grouse season end” (or 
start for that matter)? Alternatively, 
vou could take offence and think 
“Igm't this just typical of BBC Radio 
4. the view O! Britain which has 


Americans take the view that this | 


little island here ts à floating com- 
edy museum”, And who could dis- 
agree? Since, increasingiy, Bri- 
tairn's only future is as a museum 
all | can say is more power to your 
elbow and let's have less of this 
unsetting alternative ups 
(only a vehicie for intelectual mal- 
contents) and more of this Archers 
stuff — tt's brillant (and mines a 
rural retreat and a fuel-injected 
turbo grouse). 

Wait a minute, I've just got tô 
adjust these cans (headphones to 
vou). Ah, that's better and who the 
heck's talking now? You see, usu- 
ally at the start ofa scene someone 
says something really obvious like, 
'Ooooh, Aaaaar, here'r comes that 
old raaascal, Jooode Grruyuundy, 
he's looking rraaather miserable, 
aposte and lazy, and | think 
he's got a touch of Farmer's Lung' 
and so you know who's going to 
speak next, but there's two charac- 


ara. 
às Iwrite this, Ambridge is rock- 


me 


On =( 
a a a 


| with..er ... someone 


ters twifttering away at the moment | 
and | haven't the fogglest who they 





ing the establishment with really | introduced. 


juicy titbits = like Joe Grundy's 
American ladyfriend who he's try- 
ing to propose to; Sid Perks, the 
barman and licensee of The Bull is 
up to the same sort of thing 
else la 
schoolteacher, | think), and David 
Archer is thinking of selling his 


= na 


rIn000043B bm 


ota | 


oo ont 
SALTO TR 
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house, or land, or both, or some- 
thing. 

Hey, wait a minute, what's allthis 
North Ootseera, South Dotseera, | 
think I've fallen off the end of the 
Archers into a gale warning and 
row they're getting stuck into a 
question from Gardener's Ques- 
tion time (sorry about the speiling 
of Ootseera, aro doesn't co 
alongside Tyne oger an 
E be a figment of Réciio d's 
imagination). Well at least | can 
think straight now without those 
rural rustics filling my head full of 
arable silage and food no-one in 
Europe wants or can afford. | think 
it's about time we had a long-run- 
ning series all about everyday ship- 
building folk — or is it too late? 

Leaving hobbyhorses in the 
paddock let's get this one property 
CSA released the 


A job in the Bull is on offer = what's the best thing to do In order 
to keep audiences figures nice and high? 





| guided Moley around his environs 





| you should know what to expect. 


49 year old 


o the Hunt Ball. 
Picking up Tim Beecham is all that's on Ms Archer's mind at 


| serptwriter for thé radio prog- 


| therefore to keep up the audience | 


| successful you are at pla 


| Mole, pleasantiy mainstream 
| Input facility: one of three options 








mara commercial-sounding 
Adrian Mole at the slightly more 
commercial time of before Christ- 
mas last year. In that game you 


via one of three options, the fourth 
option offering facilities and help. 
With The Archers you have exacthy 
the same kind of program so ff you 
are familiar with the Mole game 
and the ÁArchers radio program, 


This program could have besn 
terminally dull, as you might sus- 


pd iceço has been saved by a 
| rous treatment, good writ- 


ing, and a concept which | really 
liked, that of posing as a trainée 


ramme. The alm à the game is 


figures and hope for a record 
number of listeners, with memos 
from the Controller of fer - 
keeping you on the straight anc 
narrow as regards plot lines — 
people who listen to the Archers 
are notoriousty dull (and the very 
sort who will be surprised when 
adverts Eee up right in the middle 
touting for their inherited wealth 
when everyone else saw it coming 
a mile off). 

As with Mole, the extent that you 
understand the concept (there it 
was popularity with peers, here it's 
getting the balance between tradi- 
ton and titiliation) will govern how 


ame. | think the game is much | 
better than the radio programme. 
Some of you might well say that 


isn't saving an Hotand Emight 
be tempted to agree. 


COMMENTS 


Difficulty: high on playability 
Graphics: not as surrealas Adrian 





E, 
Presentation: super 
Response: immediate with type- 
atread 
General rating: very good 





Atmosphere 83% 
Vocabulary n/a 
Logic 92% | 
Addictive quality 79% 
Overall 90% 
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DRACULA 


Producer: CRL 
Price: E9.95 


| Author: Rod Pike 


| “Here at last! The coach halts out- 


side the Golden Krone Hotel. Ithas 


been a scenic journey if nothing | 


else! Halfway across Europe 
through some of the most beauti- 
a courm E | have ever seen. 

utit is a wild untamed landscape 
that seems only grudginaty to tol- 
erate the coach tracks winding 


| through it like arteries, hurrying 


weary fares to their destinations, 
maybe even their destinies. 

Sirange that | think that, but, as | 
save the coach, the sinister fear of 
St | unknown steals aver 


| ravine, however, so how about 






pidgin E SisA, appears on the 
scene and, like eise you 
encounter before to bed, 
pia ponto Sa dis- 
turbing you in a very fundamental 
way. in the first game | played | 
awoke from some pretty wild 
nightmares to be stabbed by the | 
innkeeper, but on subsequent E al | | Pao 
atempis the innkeeper was kind || Meme ei o e E: ES 
e o me O e Ta | ai j RRd do 
stagecoach outside. The ride in E E 2 E 

the coach ended up in a mountain 







East lies the hotel”. 
| very g00d reason for 
showing Mouth it this 
difficult 
character sets | have ever tried to 
"y unattrac- 

jut wait a 
minute, Em a fair way into this 
review and | haven Ari its 
Chief point concems 

eis rd — apparenthy the 
first computer game to receive 





child | must pul myself 
Here in the Carpathian Mountains, 
| am a day's 


client's abode. UNS ora er 
There's a v 
game uses one of'the most 


read, complete with 
tive small i's for I's, 


ts 15. 


such an accolade from the British 
Board of Censors. There's onhy 
one thing wrong here and that's 
the conspicuous lack of blood and 
gore in the pictures that would 
 warrant such a certificate. 


coachman who has brought you 
this far. Although he is a rough- 


viliain and a drunkard, he may well 
have a point in blocking y Our way 
and it shouldn't take 1501 much to 
work out what his grievanca is. The 


| next location is the hotel self and 


Esrtç dt ol cones 
one of the main 

- + the game — its 
descritions which read as well as 


1 am RD e Gr a tis 
a most intriguing place, adomed 
with the trim and t 

mountain life. Deer skins hang on 
the walls in a rather random fash- 


harness and sieigh bells, adding a 
degree of rustic charm to the 
scene. Anomate carved pine stair- 
case leads up to the bedrooms 
above. Through a most picturas- 


que archway to the east lies a din- 
ing room, while south leads to the 
Reception desk.  Westward, 


through a heavily timbered door, 


| lies the road. Flickering oil lamps 


cast shimmering pools of yellow 
dark mysterious com 


fester, unseen until..?”. 


| | am acting lke a | 
together. 


jourmey from my 


You begin outside the hotel and 
a little disagreement has cropped 
up between yourself and the 


looking fellow and is no doubt a 


the ht 


rappings of 


ion, mixed with the crafted leather 


light around the room, creating 
Brs, COMErs 
where avil could hide and quiethy 


t doesn't require too much to 





problems of his own. An inmate, 
HRenfield, has gone missing and 
though not considered danger- 
ous, the malignant influence of 
Dracula is suspected in turning the 
man's subdued character. 

The BBC banning a pop record, 

quite rightiy, resulted in it topping 
parade, The young have for 
some time now been fascinated by 
blood, gore and things that up ánd 
go walkabouts inthe-dead of night. 

y marketing man worth his desk 
top toys knows these facts, but 
this shouldn't unduly colour your 
view of this game. character 
set takes some deciphering but 
once understood the game turns 
ari be well written and a good 





COMMENTS 


ment from the diary = Nadine 
Lafeuílie — she won't reveal 
much, but make a note of it, par- 
ticul the nickname. Your 


CRAJ rt bles 
Vera Cruz, Pistol MACSO0 No 
G56743, F 


One of the lattor should take 
da sido 


skipping over to Part Two or Part ) pira Follow | 
The Arrival, Part Two, tells of an "ideia should be close 
adição Coach journey which ulti- rod Derek, to finding jo murderer. By fol- 
ty brings our man to the cas- ri dr ada lowing up leads from informa- 
fe. a night or two and some seg published tion gained via other police sta- 
CRASH. So | anda tions and squads you should 
good chance if | could just solve have found out about the jewel- 
an adventure soon after its lery robbery and the theft of the 
tio Fair enol the game pistol as well as several other 
in question, Vera by INFOG- anippets of information which 
gp tp e may help. A statement from the 
pardo rat sopas arts tewellar himself may provide. 
rd Ma you with further clues. 
ga enaddenta Te veryimpor. Correlate evidence with the 
fní-do scam tha miolo scensof car owner's brother, then take 
the crime, particulariy to the left second statements from both of 

: of the armchair base and hand- | them. The car owner's second 
long discussions with the Count, po blend This section will should sew up the case when 
he realises that not onky is he a 1hy take you a few minutes to you go a with the arrest. 
prisoner, but his life is in danger. gather all Don Esstboume 
Escape becomes his one obses- At the start of Part Two you 
Gen pa gorda ia ora pocavi ros a at CF Nona clia- 

o write to his mEngandio covered on site attention to 

warm of his discoverias. The castle emuirnor Gin tha pistol and S&S BUGS 
holds terors beyond his worst cartridoe, and also one of the 

nightmares. cigarette stubs. you found the Dear Derek, 

Hunt, Part Three, sees Doc-  diaryin the first section, make a Please find enclosed a Swords 
tor Seward, a psychiatrist at an note of the addresses. They are & Sorcery debugging program 
institution for the insane in Eng- a ci di It removes some of ame's 
land, receiva a very odd letter from From statements given it is worst bugs and allows comple- 
a friend on business possible to find out who com- tion with onty two sabatons and 
Something about boxes of earth mittedthe murder, buttodothis one greave. k requires a saved 
and the 'undead'. Although he you must take second state- character to act upon, which 
feetingiy wonders about his mentsfromtwoofthesuspects. must be loaded, and a visit to 
frend's sanity, he resolves to You can get the name and 'centre point' made. The mes- 

| investigate further. He also has your first state- sage 'Version 2' will appear after 


debugging. 


10 CLEAR 28000 

20 RESTORE 200 

30 FOR N = 28000 TO 29028 : 
READ A:POKENA:NEXTN 
40 PRINT'LOAD IN VERSION 
ONE CHARACTER” 

50 GOTO USR 28013 


A: POKE NA: NEXT N 
so PRINT START TAPE 
RECORDING” 

85 PRINT“PRESS A KEY” 

90 PAUSE 0: GOTO USR 28000 
100 CLS : PRINT“FINISHED” 
HOSTOP 

200 DATA 62, 255, 221, 33,0,234, 


2MODATA 17,205, 194,4,201,55, 


62, 255 
ri 133, 0, 234, 17,15, 
7 





find and ring the bell at Reception 
ipa a poory dressed but 
clean innkeeper, who speaks only 
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| 230 DATA 5, 201 
| “oligo ren later on. Correlate 300 DATA 188, 6, 196, 100, 118, 
Presentation: confusing charac- "the evidence you have with him 192, 217, 171 

ter set From the nickname given to SIODATA 235, 229, 224, 101, 192, 
Input facility: verb/noun y Nadine Lafeuille, you can 
Response: looks Quilled ie depeinba and some detalls O DATAS 10, 229, 100, 119, 102, 
General rating: spooky abouthim. Ultimately, thisleads 229,105, 116 

| you to his address whe 330 DATAS, 192, 222, 248, 19,87, 
Atmosphere 95% can take his statement. y 40, 249 

Vocabulary 85% duringthispartoftheinvestiga- 340 DATA 111,50, 0, 240, 248, 
Logie 89% youcomeacrossthename 235, 182 
Addictive quality BB% ofthecarowner's brother. After 
Overall 89% a bit of deduction, using the David Martin, Duriam 


De E EEE TE E e 


ROUTINES 


Dear Derek, 

Further to the letter my frignd 
Finnand | senton Nov 1 regard- 
ing a Brewster-to-English trans- 
lation program, lhave now come 
up two small machine code 
routinas to print out the voc- 
abulary of a program. The first 
one is not that different from the 
one featured In CRASH 
November issue, but is shorter 
and has more features (more 
follows ...) The second one is 
for Quilled adventures and 
shares the same features: 

1 Totally 

2? Can redirect output direct to 


printer 

3 Can output to Microdrive or 
disc (Beta and Opus known). 
Any interface supporting 

streams and channeis printing 
viathe À register and the AST 16 


10LET TOT = 0:FORN = 23296 
TO 23296 + 27: READ A: LET 
TOT=TOT+ A:POKEN,A: 
NEXT N 

20 1F TOT <=> 3162 THEN 
PRINT“DATA ERROR" : STOP 
40DATA 62, 2, 205, 1,22,33, 182, 
93, 86, 62, 255, 145, 254, 128,48, 
gp dg ,215,35, 62,255, 


E 


Substitute 23256 for any start 
address. 


printto. FX4 and then insert a 
line 25 so: OPEN 4;“M" [1 
“DATA” 


NORMAL ROUTINE 

10 LET TOT = 0 FOR N = 23296 
TO 23320: READ A: LET TOT = 
TOT + A: POKE N,A : NEXT N 
20 IF TOT <> 2558 THE 
PRINTVDATA ERROR” : 57 STOP 


ao RANDOMISE 
O DATA GE 2 308 A 192, 
99,10, 254, 128,48, 85, 254, 254, 32, 56, 


1,215, 3, 62, 255, 184, 32, 240, 
201 


registor instead of HL 
not using D register but load A 
register with contents of (NL) 
im asnotneces- 
as hare we 


INC BC instead of HIL end CP E 
er risnabldaçe a 

hope you use for these 
routines and give my to 


ASSEMBLER LISTING QUILL ROUTINE 


ORG ANY 
EQU 4601h 
LD Ai 
CALL STREAM 
LD HL,24000 
CHKLOOP LD DL) 


NOPRINT 


H any of these routines work after me typing them out well Fm 
Andersen 


Hans Christian 


STREAM TO OUTPUT VIA 
OPEN THE CHANNEL 

START ADDRESS TO LIST FROM 
IWISHED THAT | HAD À PRINTER 
HAVE LOADED D WITH CODE TO 
CHECK 


SO À CAN SUBTCT CONT ADDRESS 
CHK UPPER LIMIT ASCIICHARACTER 
IFTOO HIGH GO SUBROUTINE 
NOPRINT 


CHK LOWER LIMIT ASCI CHARACTER 
ELBE RST IO (OVTPUT VIA CHANHEL) 
NEXT ADDRESS IN MEMORY 


CHK REACHED TOP MEMORY 


| would be very grateful if you 
vga bind dama ni 





JUDGE DEARTH 


Dear Derek, 
Last year | bought Lord Of The 
e pit its spoof but Lord got 
H and Bored didn't. 
found this very strange because 
the spoofis justas goodas Lord 
H not better, andi with 
Richard Hewson 
nent se on this point. Lord Of 
The Rings Part will have to 
be much better then Part Ône or 
Phil Mitchell will loose all of his 
well-gamed reputation tor good 
adventure ng. The first Lord 
has quite a lot of Tolkien atmos- 
phere and is fairty descriptive. 
Untortunately the graphic qual- 
ity of the game is very poor and 
n would have been better with 
AS cs ornone at 


your emi- 


deviewedin CRASH. 1 Iwoutd lie 
to ask H you have ever played 


De VOS GO 
yoars ago, 
to find someone who has played 
e aooabataro ID tio TO 
ary ora them 
sd pinga of are called Fire on 
the Water and Flight from from the 
Dark, and there may be a third 
one called jcs Halls of Terror. | 
think they are onhy written for the 
Spectrum 48K and either come 
with a book or without. | would 
cn dada ori 


Gerek Sentra, Cardiff 


where ARAOW 

cited with a FIRE ON THE 
WATER, E 7.88, and from the 
hands of one Joe Denver and 


better Idea than j 

atiho msrkJ hi transpires to 

a vory atiraciivo games and of 
some interest to those who 


DROP ALL 


Dear Derek, 

After reading al ga o rise 
ter in the December Issue ask- 
ing for a get/drop ail routina | 
have the answer as follows:- E 
Mena a Meca 


HERE (D0BJECT 
pela lord 
(OBJECT NUMBER 2) END. Drop 
all is tha same only you replace 
GET with DROP. However, ifyou 
have 150 or so you will 
need to define 1 di 
lines, which could waste a jot of 


Uniass you only have a Fa 


memory. 

tra obpoca Ni To CE 
better to omit the get/drop all 
command. 


En yes Chant James nan — 


This menth"s EZO ck ordues 
soc £o Don Mari 0 

sex for his impeccabls 

French. 
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ns à There's no doubting the two 
ER ETTA PA TE 
| month's SUPERMEROES; the 





a ea E ce 





EA Richard Allen of Bisenavan, : BuCSY mas overwhelming but | 
In menar ring after each Gwrent, Es having difficulty having sity con nanaged to struggle through 
ben Ss, W with a couple of adventuros cludiny GREML ind ps and writes: eiadent Led pica ibn 
SW, NM, MW, ND, E, | and mask: VERA CRUZ, as Hi's come to be 
CA, U, 8, E. With the ring “1 have blown up the depart- known, has raised one Brian 
perito fo radar “In Quest For The Holy Grail ment store but Stripe : Forbes of Glasgow up onto 
around the cares mithout how do | pasttheKnightwho gets away and finds water. | the ultimate pedestal of hero 
being throwm In the E says | have emptied the swimming worship. He earned his 
On to the sá Les sentido usa Ag Handgre- pool but still he finds water.” o ppp om 
Gollum is in | nade and where ctober 77. Fwo of the many | 
To ssespe from elves' cel What is the book of Phamai flor explosion foilo | others who sent in solutions 
vou shouid wasr the Phrases for? - Stripo to the pool and enter it were Don Maricwick (Oct 20) 
and then climb into a barro! inFye OfBain,howdolget fyoushouidhaveemptiedit Emrdrada ii Pei 
andwaittobothrownintotho  pasttheskeletoninthecrypt?” before blowingupthestore. LR MAITO 
] É Now get the pe much about the end of the 
| | : | game because it doesn't 
nene ato din decos To prea alagoas tao Pim outono non E 
| the fim? Tones tro Me wriiich will Kill him, dunnit so without further ado 
Steve Martin from Dumbarton grenade LOB GRENADE À T Jonathan Atkinson in Burton une o to a 
às having trouble with a inter RABBIT. | haven't a clue what on Trent asks: ni his carrot on 
MELBOUAME HOUSE the book is for, maya Fome- November 9 and made p 
and writes: one will write in and let me “Could you please tel me how ESTATE (o AR 
knowiTopass the skeletonin to escape from the Barrow- Edney of London. This caL- 
“in Terrormolinos, | followed EYE OF BAI simply SHOW Wight in the proper version of backed st BRIDES venture 
your instructions last issue but | CROSS. Lord Of The Rings. In the UA nraps up Part Two with the 
cannot find out how to put the nera program Tom Bombadil following utterance from the 
clothes and so on In the sult- Also stuck on wo games |s S. gives you magic words to get furry gangster: 'Wit' Capone 
case. Also how do you Jonas of Chester-le-Street past him, but in the other version outta da way, | tske ovor dz 
Doreento follow you and how do | who asks: this is not so.” > so pis Mn epi 
you enter the taxi? umber Une. ay, Sid, Fal 
“The Hulk You could wear the ring and | ya dad's fiquor stash. You z 
1 dont think Hs to Howdoyougetoutofthedome,  walkpasthimoryou could be carnedil. An'ifhe domr'tlikeit, 
pack tho saticaso, His past e pl gravity fieldatthe more violent and throw a eo Bit inc de a 
- To got start of the game Jewel at him. e iii À 
either for the runners up. In 
DOME ana o antro tai Pyo CroUsaU tha Lava Chao Finally, a couple of questions [binho dao bad 
and killed the giants, but the on kENTLLA. Carol Elliott asks: [ii a id 
R E: | amusi id border goes black and | die Wilson of Rochdale sent in his 
toma for David Holder from through lack of energy — How “Am | the only person ever not prt Pisco cada 
Stockport who writes: can | re-gnergise? pi bad pn regra November 17 finish which 
can imandra - 
| am stuck at ss q pio ud Think the following willwork: alive?” ; | UOS FUnNeN= Up, Tod Webb of 
Planet, as | ca | PUSH imaybe PRESS) BUT- Hants [1.45pmp) 
any Gt tne container. Nothav.— sound fo me ko pouca (doubtitt The chaliceleintho TES rara 
any com . Nav mas Fou are saC the «mauis THE TRAIL sHREWSBURY KEY 
ing the card means | dis after dying from the effects of rat fressuro room. Timandra uniocked a SUPERHERO who 
about 10 minutes through lack bites: bagst solution is to should be rescued st the start will remain anonymous no 
of protein. ”” either kill the rats or fosd of the game ff sho fe to be longer. H can now be revealed 
them with appies. Wounds found alive. that the SHREWSBURY KEY 
Fo get the Access card go can be heslod by entering the SUPERHERO is none other 
South from the startandpross magic pool, through the nar- Duncan MacieanofNewcas. EDTA eg 
the button for the cargo hold,  rowerack. Youwillfirstneed te upon Tyne threstens a fot all his friends who 
then TAKE VALET to be given atelescopetoresdthemegic physical broskdown on his bo op óc doi 
the card. Thescootercan'tbe | word. computer ff the solution to PA per 
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| Keith Tomiinson is one of. 
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HERE'S YOUR CHANCE 


rr | h | F ' CEM 64128 Cassette ] 
"o: E9.99 Disk E14.99 
TO WIN A HOLIDAY VE RR 
OF A LIFETIME Re” FM Spectrum 48K  Casseite £8.99 
| Atari ST Disk E24.95 
A fantastic week for two in Rome. th E E = 
Combine the excitement and spectacle Your Holiday includes 
of the World Athletics Championships ee pico 





with the sights and pleasures of one of 
the world's most beautiful cities. 








The winning prize includes two air 


E b 1d 
4 p: Li 
- ” Fr [3 Mia vy 
á gg | e 





ii A dd tie TO + qui a a ) io tickets to Rome, hotel accommodation 
RA RU fran ? F for one week, two tickets for the World 
[= World Athleti cs Championships plus £100 spending 
| A pó money. 
Championships '87' 


Runners-up Prizes 


The 25 runners-up will each receive 
copies of Supercycle and Winter Games 
tor either the CBM 64/128, Spectrum or 
Amstrad. 


Held every four years the World Athletics 
Championships rival the Olympics for 
their prestige and competitiveness. It is 
one of the few opportunities for athletes 


Rome is a living vibrant museum with its to gain worldwide acclaim and for 
















2000 year old past stamped all over its 
modern 20th century face, Visit the 
ancient Colosseum, scene of athletic 
prowess of another civilisation. Gather 
with the crowds outside the Vatican, 
waiting eagerly for Sunday morning 
blessing from the Pope. Enjoy the 


nospitality of a nation renowned for it's 


friendiiness and for living life to the full. 
Rome is not all museums and history, 
its also a modem city overflowing with 
fashion, shopping and nightlife. From 
the moment you touch-down to thetime 
of your final departure your week will 
be crammed full with excitement and 
fun, 

ES] RUNNERS-UP 
sm PRIZES 

mea a 





& All entries must be received no later than 31st March 1987 a 
A. : 
* Question 1. How many hills is Rome builton E RE e OS 
* Question 2, In what vear was the Roman invasion df Britain Er RR Ea “ 
Question 3. Who painted the rengwned ceiling of the Sistiné BL MRE ER o 


* Caption (complete in not more than 25 words) 


E a Competition Es a 


Complete the questions and caption below together with the = 
PA completed questions from the packaging and return to the address below, 


spectators to enjoy history in the making. 


How to Enter 
Simply answenthe three questions below 
and the three questions printed on the 
packaging of the game “World Games”, 
complete the entry form and return all 
items to the address shown. In the event 
of a tie break the most original com = 
pletion of the caption, as determined 
by the judges, will be the winner. 


KID GAM 


o e E a me 





— RULES.. 
Keane 
ari gheir 


eres musa bo oe dm oficial entry Foo. 
«Howrto erder fotms partol hi cules. Aflentimes becume 
tus purcpperty til 4,5. Cred ani een doe epolirerieao 
o Ma a onerar co cry rar coreto agentes tr! ap 
trageal cvies by; tivo diadema, PAÇO 
df the wirindrs v A 













Rome 15 an appropriate venue for the World Games because Na 
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voc My Computer isa. és 


Te PERES PIanA Ra kEseid pi Petite tegtatao Dipo err reroana ni dass elsnbd ba bein de IA TES CRS Er] 


U.S. Gold Ltd., Units 23 Holford Way, Holford, Birmingham B6 7AX, Tel: 021 356 3388 

































































through the door. On the next 
screen go right and you find 
yourself back at the bed. Press 
Hb again and proceed to Level 
“Our. 


Go through the door on the right 
of the bed facing outwards. In 
the next room go through the | 
thin wall on then left then go left 
again. On the following screen 
ide go through the door on the right, 
inwards. Go through the 

ds on the left, then go left and 
through the door on your right. 
Then go through the wall and 
through the door on the right. In 
door no Daher. Don is dporoo 
| vor on the le nthe door on 
| facing pride go through it. | your right. Next go through the 
Now go to the door onyourright | wall on the left on the next 
and go through it. Go left. inthe | screen and wait here until the 
next room go through the door | page falls down. Get the page 


press fire. You now proceed to f 
Level THESO. indica fire en togoto Level 


So how's the New Year treating you sotar? I've made a few New Year 
Resolutions and managed to keep them up until now! The first one 
onmy lististo keepasharp eye onmy ZX Printer so thatthe FOKESs 
don't have any mistakes in them ever agaín ... ! ve also promised 
myself that Vil cut down on the frequent visits thaí CRASH team 
members make to Ludlow"s Indian Restaurant, The Shapla Tandoor, 
Waist bands are expanding just a little too much for comfort atithe 
moment. My last resolution |5 to start being nicer to the poor put- 
upon Comps Minign. No morefiahts with Girlie perfume andno more 
stapling his jumper to the table when heidsn'Looking, He's going on 
adiettoo because he sgetlinga bitporky around themidriffas well! 
lhope everyone enjoyedithe Chnstmas Special Tips. lhada quick 
pegkat C&VO's Christmas pamphletto see ifthere was any reaction 
from Melissa Gravytrain. Poor girl. seems to have been frightened 
into silence by the prospect of Graeme and Estomping down to the 
C&vVG dungeonsto pay a social visit. Butdo not worry, gentle reader: 
you'll be the first to hear about our exploits- in the pages 0! CHASH. 
Once again, the Playing Tips section is packet. Lots ofPOKEs and 
acres of ps, not to mention the odd map or two, NOR Hpster this 
month is a veryambiguous personwho calls himself The Skunk and 
comes from FifeinScotiand. He'ssentmam a Inader which 
| can be used for quite-a number of games, as long as you have the 
| relevant data bolted onto the end. This makes typing in routines alo! 
| lessota bind 50 he wins the E20 worth of software lhis monthforhis 
POKESs on Cobra, Fairlight land Bobby idade 
Cartographer of the Month goes to Aavinder Johaitrom Litileover 
in Derby for his maps of Uricdium. We've E the first five Dread- 
noughts on page 64, and next month there' be anotar five. KH was 
a hard loss-up ça dd Detweam that and Miistair Robsons map of 
Firelordor Richard Pitman's Falnight part] Richard Pespdes inalittle 
village called Shê pton Bea uchamp veneno is near Aminster in some- 
rset. There's also amap à Dandyvirom E E | ana amap of Avenger 
a sda! ividuais who c alho asaA a emwilhams amd dizeb/ 
Ed 


| É Some additional tips: on Level 
LEVEL THREE Thres the spacemen don'tcome 
to IHe again; on Level Four the 
walls are so thin you can walk | 
Go left from the bed. Go through | through them. The Bubble Spell | 
the door on the right of the next | replenishes your energy and 
room and enter it facing out- | small Star Spells makes you 
wards. Go right twice from this | invisible, big Star Spells 
room and wait untila page falls. | decrease your energy and finally 
Get the page, go left twice and, | the comets or Fireballs are the 
this time facing inwards, go | best weapons to use. 


'ANTIRIAD SOLUTION 


| Way back in November, Dan Jump to the lefl and go through 
ela the elastic-featured two screens (one directly above 
| r from PALACE Came to and one left and above). Land on 
C Towers to show us Tha another platform. Kill the sed 
Secret Re of Antiriad, aliens, then jump left onto the left 
Altho big narrowly platform. Then jump night and land 
mi etila Sima shed bythe | ona floor lever. Kill the two aliens, 
CRASH  Reviewers, some thenjump left onto the central plat- 
| people are still having mucho form. Avoid the purple monster 
| ettos with it. Never fear and jump up left again, pedais 
though, because Jethro Perkins the anti-gravity boots. 
from Crawley in West Sussex rightoffthe screen, drop dam de 
has sent in the complete solu- hole and go night until you find the 
tionto help you locate the secret | armour again. You can now take 
armour which you so dearly off. Goup,up, upagain, (don'tcal- 
seek. You should be able to | lect the energy cellyet) right, a | 
finish the game into the bargain! | collect the pulsar beam, left, loft, 
Hope I've managed to decipher left, shoot alien, up, take left-hand | 
your handwriting correctly, Jet- exit up, right, (shoot aliens), up, | 
hro! shoot alien, exit armour, collect 
seram heft, shoot aliens, collect 
| From the start go left or right implosion, move right, enter suit, | 
depending which side oftheforest down, left, left, shoot aliens, col- 
you start on, but first collect the nto y, Up, left hand exit up, 
stones as these are invaluable. left, left, left Up, Up, right, collect 
When you reach the room with the particle disruptor, left, left, collect 
armour jump vertically onto the energy, up, up, left, Einasfop o 
pedestal, then jump across onto up, up, (Petween two paris of 
the ledge with the armour, Enter machinery), stand in between the | 
the armour and wait until you are two flashing gloves and you've | 
back up to full strength. go  doneit. Yougetthe message "De- | 
| left five times until you reach a  struct sequence initialised. Five, | 
room witha tree two platforms,an four, three, two, one”. (Lots of | 
energy recharger cell and two | Tashing and noise). “The oppres- | 
| aliêns (one red, one green). Kilthe  sors are defeated. Your race is 
two aliens and then jumponto the free, | 
lower platform. Now jump to the ''Cóoo, pet you feel good to | 
night onto the higher platform. be alive, eh 


















vou get back to your bed. Go to 
HEARTLAND TIPS the door on the left, turn to face 
=— outwards towards the screen 
and go in. Go right as far as pos- 
Here's the solution to the first | sible and tha book in your inven- 
four levels of this game, which | tory starts flashing. Wait here 
was the subject of a main mapin | until the page drops. Get the 
the Christmas Special. lf I'm | page and retrace your steps 
feeling generous (and if some- | back to your bed. Go to the bed 
one sends me in some for | and press fire and you proceed 
the remaining two levels, ) | to Level Two. 
| FH include the rest next month. 


Anyway, many “dof ci: | | 
Wittaker and Jeffrey Duncan who | LEVEL TWO 


live in Belfast for these tips. 























Go to the door at the left ofyour | 
bed, face imwards and go | 
through. Go to your right and 
into the next room. im GO through 
the door on the right-hand side 
and go through it. The book 
starts flashing here, so wait until 

| you get another page. Go to the 

door you just came through and, 
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FAIRLIGHT II POKES 


Fairntight | takes up the story of 
hapless Isvar where the onginal 
Fairtight left off. This time isvar 
1 given another chance to free 
the land of Fairhaht. This is no 
pasy task, but do not despar for 
heip 5 at hand. 

A chunky letter from Cife 

1 from File in Scotland 
:pems set to solve all your prob- 
iems. Tms clever chappie has 
developed a Inader 
which works for many different 
games as long as you have the 
relevant game data. Simply type 
n the loader down to line 99 and 
then tack the relevant DATA 
onio the end in the form of line 
100. Then type RUN and start the 
name tape. Alternatively the 
program can be saved on tapes. 
| thus is the case LOAD “the 
Inader and then MERGE “” the 
extra DATA and then RUN. Easy 
Fá a 


special 


FE 


seis of POKEs and each set 
works by using the special 
Ibader. If you save the Ipager to 
tape, this saves lots of typing nm 
for your over-wmorked Iitile 
fingers. Anyway, enough ofthis 
technical watile and here's “The 
E " contribution for Fair- 


HM 
haght !l. These POKESs give you 


infinite energy, open locked 
doors and enable you to carry 
amy weight. 

Type this in first (it's the spe- 
cial loader which you'll nego 
betore all of “lhe Xu s 
routinmes): 


| CLEAR 65000: LET t-U 

“FOR a = 64223T0 le9: READ: 
E sc 999 THEN POKE a,s: LET 
t=1-5: NEXT à 

Z1F s< >t THEN PRINT“ ERROR 
IN DATA”: STOP 

q RANDOMIZE USAR 64225 

10 DATA ?4,46,33,89,5,93 

t5 DATA 22,250,1,134,0,213 


20 DATA 237,176,235,35,35 
25 DATA 34,95,250,46,122 
30 DATA 112,45,215,116,46 
35 DATA 207,54,188,33,38 
40 DATA 210,34,126,250,225 
45 DATA 49,61,251,221,225 
50 DATA 209,191,55,8,249 
55 DATA 233,49,55,251,221 
80 DATA 225,209,59,225,193 
65 DATA 205,29,251,24,43 
70 DATA 221,110,0,124,170 
TS DATA 171,221,172,221 

80 DATA 173,173,221,118,0 
85 DATA 124,203,99,40,3 

90 DATA 129,131,145,128 
95 DATA 103,221,35,27,122 
99 DATA 179,32,225,201 


LIST 1 and then type the extra 
DATA for Fairlight Il: 


100 DATA 244, 63, 10, 186, 0,91, 
252, 158, 180, 165, 141,50, 221, 
118, 62, 24, 50, 77, 125,50, 109, 
122, 195,0, 91, 14903 


Now press RUN and start the 
Fairlight IfHape. 

Don't panic because the screen 
looks completely corrupted and 
it seems as À the game isnt 
loading = be patient and let the 
tape finish. H you hsten carefully 
you can hear the Fairtight Ilune 
very faintiy. Press enter and the 
game appears as f by magic. 
isvar now has infinite energy 
and is able to open locked doors 
and carry enormous objects. 


Cooo. 'The Skunk" says that he 
will send in more POKEs which 
can be used with his Special 
Loader, so watch this Space (as 
they say). looks as fl the regu- 
lar hackers have got a challenge 
on their hands!! 


Solution 
To Part One 


You really are being spoiled this 
month. Not only are there some 
juicy POKEs for Fairtight Iito be 
getting on with, but now there's 
the route to complete Part One 
of the game. Bui don'tihank me. 
Gawd, dearie me no. Paul Lripps 
who lives in the sunny Isle of 
Man is who we have to thank. 
No-one has sent in a fullsolution 
tor Part Two of the game -hope- 
fully one should have turned up 
in time for nexi Issue. 


COBRA POKES 


Using the Special Loader given 
to you by 'The Skunk" (see Fair- 
light | POKEs), add this DATA 
on the end as line 100. This gives 
you infinite lives, although when 
| tested the POKESs | didnt get a 
full duck as 'The Skunk" had | 
promised. Oh well, it still makes 
things easier for your Big Tough 
Guy. When the game is loading, 


the screen completely corrui 


pts 

but as In PE o HE DON'T 

TOUCH ING. When 

loaded, it automatically flips into 
the game. Amazing, eh? 

Don't forget to type the spe- 

cial loader in first, and then add 


| the following DATA: 


254,255, 1,33, 152, 237,184,195, | 


16, 175, 18062 


BOBBY | | 
POKES A 


| don't think these aaa have | 


Em wrong! Once 
again “The Skunk, q his 


come Up with some extra DATA 


Soa Br ypaimiocpe 
cial | er (see Fairilght dl 
a predito this extra 
DATA in at lina 1 


PERSONALITIES 
CORRECTION 


Ben Stone our resident games 
commentator has eventually got 
our ZX Printer fixed so there 
shouldn't be any more mistakes 
in the Playing Tips listings (as if!) 
Anyway, here's a correction 
from a while back for Split Per- 
sonalitios. For some totally | 
inexplicable reason, | missed 
out a whote line of DATA. Well, 
deary me. Here it Is in all its 
glory: 


1110 DATA 6, 94,33,0,0 
itshould all work perfectly now. 
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lp Tres Mae | 


rout 


Hnfimito Ives 
Ni the game 


| CLEAR 55504 
: EDER 0: INK O: PAPER O 


Lis 
L 


ET TOT=Ô 
EXP EPESSTEY DLET WEIGHT =0 
3 FOF 30000 TO 30124 
Ea; 
tol weight=a 
fOPOKE a: LET 
weight dinero 1 
BO NEXT | 
So IF TOT 412658 THEN 
PRINT “ERROR IN DATA" 
BEEP 1,0: STOP 
TOO INK 7: PRINT A 
; Ss] FAR f AARE, 


5 DATA 62,217, 
OG DATA 33,112 
1007 DATA 64,1,61 
1008 DATA 176,201,221,33,0 
1009 DATA 91,17,170 475 
10710 DATA >, 205,8 j 
10119 


3 A 550 
DATA 20 
DATA 1 

DATA 

7 DATAS 

DATA: 

9 DATA | 0! 
UDATA 33,544 pod 
| DATA 255 237,84 
: DATA 1 k. Pt 247 

S DATA 195,51,255, 

24 DATA 169,144 195 





PARTIL 


à Escape Srom Singe's Castle 


à Mipadp bd 


Bis 


TEST VE 
ads PTS 


o 


+ ha 


[e 


a 
! is adaptation o! the arcade claMs VOU comtinde where Dragons Lair” parto Finisirea, [rinas brick 
PRedeued the far Princess Daphneldfdides to go back throdgh the Dragons Ear and relevo singedol sore 
BEER gold that is in the castle, heh is under the protectiga o! he conming and Lethal Licand Ing 
Rd! need lighting reflexes and judgement to fight the Liggga King ul avoid the giant rólhing miaiblos 
Eeventuro vou wilihe rushed down rapidsina barrel andem down corridors on dimagical frieho: a 
aogerous doces will present protilems for voa. Finalls dare ct Dirk to lrecdom through the reatm ol th 
pers ho come alive from the venfpeari Eatselt co enstadebrek ando cura him eito mau hkegbenimelvos, 
Ei navigate the dangerous Eerê im, jump across théghasm amd freedom is vours, 


Eeud on Adventurer! 


| PESE R 
E ui eira, | gar 
EM 
ai 


Eltipod 
1 pliir 

qu 
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more screcns from TO UME vlassio 
to tax your braios dod fingers 


AVAILABLE NUM UN 
Cominodore 64/1285 


TAPE 49.95 & DISC £13.95 


AVAILABLE SOON POR: 


spectrum 48/128..... 


Amstrad 464/0044 6125 
Lipe, o ds. 9SDise 


AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS 


DRAGOINS LAR) Owned by Magicom Inc. and used by permission Copyrighul) Al cighes reserved 
Character Designs Copyright 1983 Don Bluth 


Software Projects Lud, Unit 7 Bearbrand Complex, Allerton Road, Moolton, Liverpool L25 75 
Telephone: 051-428 9393 Telex: 627520 























EE SS a E CENT 


— Top Gun e youinthe fighter pilors seat | Your armaments in this nerve tingling aerial d 
tan E do e: are heat seekir missiles anda 20mm rapid fire cannon. 
Vector fer and a split screen allow | or 2 > Can you feel he for: e! 
players to play head to head, or against the computer. | ) 


gi Ceralsiee Manchester M2 5NS. Telephone; 061-832 6633. Telex: 669977 OCEANG. 


Cetan Software; Distrbucod in Françe by Ocean Franco, Tolóphona:3 ADIA, Distrito in Germany by Rumba, Telipbese ajot-70040, 
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ACADEMY TIPS 


cogu 
at this monster 


However, 

that he hasn't done quite as well 
as Camilo Mesias who lives in 
Leicester. Mr Mesias je sent in 































Now | must make an apology. 
Camilo was te for the 
Dynamite Dan ll maps we ran a 
few months ago and | credited 
the wrong person. Awfully sorry 
and ali that chaps, but you know 
how over-worked | am these 
days. Whinge, moan, complain. 


MISSION ONE 
“H Moves...” 

You find that your base is sur- 
rounded by four Es of Light- 
houses in pairs. Do not destroy 
these as they are necessary for 
navigation. Design your own ship 
with as many of the following 
characteristics as possible; good 
lasers; scanner; 4 É mis- 
sites: some ammunition; à com- 
pass; | main drive. Then fly 
| around close to your base and get 
rid of anything that isn't one of the 


hthouses. 

Return to GLV and then equip. 
Fly out in between the sets of 
Lighthouses. When you find a ship 
steer towards it, but slow right 
down. There are groups of ships 
which thrash you in close combat, 
so stop and pick them off one by 
one. H at first they dont come 


o bo them ha combat. 
up all your missilas against 
them ad then t turn towards GLV 
tuse ADF) and bum, e idas 
to rear and keep shooti ropas 
| many bombs as possible and be 
| careful that you don't crash into 
GLV while facing backwards (now 
that would be embarrassing). 
With some luck the bomb will 
detonate your enemy's ships. If it 
doesn't, return to GLV, re-group, 
re-equip and repeat, 

Repeat this manoeuvre for each 
direction of the compass, destroy- 
ing Lighthouses so that you know 


easily get a pass on this level. Hit 

| gets dark, retum to GLV and wait 

minutes umtil the sun rises 
again. 


MISSION TWO 

Red Dawn 

Use the same ship as in Mission 
One, but add Jumpídoor unit, I/R 
or flares, and 8 rounds of ammun- 


This is crucial. 


theGLV except the jump pads. Re- 
equip and jump somewhere. You 
find yourself at one of the out- 
posts. Locate the robot factories 
and keep well away from them 
| until the very last minute or else 
| they'il thrash you. Shoot every- 


towards you, inch closer and that | 


where you've been. You should | 


ition. Do not shoot the jump pads! | 
First destroy everything around | 





thing else. Fly between the fac- 
tores, bombing as you go. Use 
ADF to retum home once you are 
sure that the factories are gone 
(use scanner). Use your ammuni- 
tion because the robot factories 
lob robot missiles at you very 
quickty indeed. | you run out of 
ammo then bum home, but face 
backwards so that you can use all 
the missiles. lt's along drive home, 
but don't panic as there is enough 
fuel for atwo-way journey. Re-fuel, 
at and re-equip and head 
back to get the other factories. 


Meltdown 
This is probably the hardest of the 
first four missions and use of the 
map willbe a great help. 
a new ship with: high shield, 
gh lasers; high amm's, 4bombs, 
scanner, a compass; missiles .. 

Avoid the mines which are 
shown onthe scanner as four dots, 
close together in a small square. 
Shoot these while they are stillata 
distance. Every now and then slow 
down, stop and look at the scan- 
er, ing still moving is a ship 
ora missile so blast it b ore it gets 
pa Avoid the fortresses if possi- 

or bomb them + it ap have to 
(remember top get well away from 
the explosion yourself or itll De 
bye-bya Skimmer). 

The volcano-shaped objects are 
indestructable and NOT the reac- 
tor, 50 don't waste your ammo on 
them. The reactor is shown on the 
gmall map of this level. Time is the 
most important thing in this mis- 
sion, therefore you cant do the old 
trick of waiting for the sun to come 


di ae = E Gar ro nat 
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E ai 
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up — perseveranca is the only thing 
se will get you through this mis- 
on. 


This mission is dead easy (accord- 
ing to E Mesias!). Use a ship with 
good lasers, main drive, shield 
scanner and a compass. Follow 
the corridor of mines carefully and 


repeat the process of stopping | 


and checking the scanner for ships 
— there are a few. Nhen you get to 
acorner be careful not to tum into 
the mines. For speed, try to use 
missiles on ships attacking you. 
Remember, scoring is on a time 
basis, but dock very carefull 
the end or you may waste it 


GENERAL TIPS 


1) Use low power steering — it is 
gasy to control. H you become sur- 
rounded, change view to shoot the 


AVENGER THE MAP 


E A aLaçe Wo INCORPORADA PI + 
RES E) RUE xira RL O LEE + DA DELA EM 
[7 = iris nLAa uam MULA Era harder THE SAN 177 


| 3) ships are attacking 
| g00d distance, stop and pi 


| 859%-89% as lt adde 6! 


| hit somethin 





TSE A tia, [6 
EH AMADO CR PP RT RM PE a 
BIT E LRN ay A PEGANAE, TES CESTA. THE CURE FR 





ships rather than urna around. | 
there is something in your way = 
for example a building = then stop, | 
otherwise em needn't change 


3 Bom o cen but 
rarely need more than four 
ause you can only release one 

gt à time end you Can re-equ 


something by 
board da 


you from a 
«them 
off with lasers and missiles. | sur- 
rounded, drop a bomb and bum 
away, changing view to shoot as 
many ships as possible. They fol- 
and a bomb may well get 
rid of the lot of them. 
4) In the buildings (GLV for exam- 
ple) you can abbreviate the written 
commands by ro a full stop. 
AR dis rea hi h scores, rss 


will be forced to end the 
6) Dontshoot the lasers aimiessiy | 
make sure that are oro 


Using this pen si 
overheat too much. 
bd eb ja an nda 


- They a 

bi, qiidiar pie de ah 
of a square (but not always). 
8) When you complete a mission 
with more than 90%, save the 
garne so that you can load itin the 
next time you play Academy. This 
way you can save a lot of time. 


Maybe Camilo will send in some 
in Academy so they can go in 
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DANDY POKE 
Hare are some POKESs to go with 
tai iai make Dandy just 
that Ittle bit easier. Once again 
Phil Churchyard. Type the routine 
in and then press AUN and 
everything should be tic 

boo and generally okay. 


10CLEAR 25499 | 

20 PRINT AT 21,8: “START 
DANDY TAPE” 

30 LOAD“ "CODE 

40 RANDOMIZE USR 23407 


CLIFFHANGER 
POKES 





| Some time ago NEW GENERATION 


software released a strange 
game called Cliffhanger.  basl- 
cally involved pushing boulders 
and other large objects onto 
nasty cowboys. Very sick. Any- 
way, Liam Hudson and Tim Dun- 
can from Middlesborough have 
sent in these POKESs for up to a 


| hundred lives for the big mean 





NM That's that for another month. Let's have those maps and tips rolling 
| in, Keeps the Ludlow postman fit you know! How about a map and 
| tips for part two of Fairlight llor a map of Nosferatu? 
Ônce againits apology comer. Apparentiy | didn't credit Phil Chur- 
chyard for his Uridium POKESs last issue. Chris Wild did the first set 
of POKEs but it was the young Mr Churchyard who did the Uridium 


POKEs Mark Il. Sor-see. 


Also, if you want any maps returned, please could you enclose a 
edad addressed envelope? Just like the old days of Vision On, 
Bh 

Mark all correspondence to HANNAH SMITH, CRASH PLAYING 
TIPS, PO BOX, LUDLOW, SHROPSHIRE, SYE 1DEB 


80 RANDOMIZE USR 23404 
90 POKE 35972,201: REM 
STOPS MOVING CREATURES 

100 POKE 27598,0 : REM THOR 


120 POKE 27601,33: POKE 
THOR INFINITE ENERGY 
130 POKE 27650,33:POKE ' 
27651,232: POKE 27652,3: REM 
SHEBA INFINITE ENERGY 

140 RANDOMIZE USR 25500 


| on his hands. 


| RANDOMIZE USR 232296 


| 110 RANDOMIZE USA 25660 









50 RANDOMIZE USR 23410 
60 RANDOMIZE USR 50000 
70 POKE 23681,49 











INFINITE TIME 
110 POKE 27647,0: REM SHEBA 
INFINITE TIME 








REM 











hero Cliff. Simply types them into 
your Spectrum and press RUN. 
When the game has loaded Cliff | 
should have a slightly easier job | 








10 REM LIAM HUDSON AND TIM 
DUNCAN 

20 REM CLIFFHANGER POKES 
30 BORDER 0: PAPER O: INK 7: 
CLEAR 25659 

40 RESTORE 

50 FOR B=23296 TO 23309: 
READ A: POKE B.A: NEXT B 

60 PRINT: PRINT “START CLIFF 
HANGER TAPE PLEASE” 

70 RANDOMIZE USA 23296: 






80 POKE 65504, 201 

90 RANDOMIZE USR 65280 
100 INPUT “NUMBER OF LIVES 
(1-100)"; À: POKE 26515, À 


120 DATA 221, 33, 171, 254, 17, 
48, 1, 62, 255, 55, 205, 86, 5, 201 
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| The Argus Press Software Group 
Victory House, Leicester Place, 
London WC2H 7NB. 

Telephone: 01-439 0666 


The L.A. R B. psi vou- NOW. 
As one of the Chosen Few vou E 
manage 8 planets in sector 63/B | 
Quadrant 2. 
Burn out the aliens ín vícious 
dog fights, trade and climb the 
ladder to fame and fortune. 
Can you find the elusíve Astralan 
killer, Agent Orange? 
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MMS Ss as 
Lee Paddon coaxes a few dark secrets from John Ricar 


from the confines of his warped mind every month 


Until Issue Six, CRASH had been 
carrying on nicely, dedicating itself 
to reviewing the latest in computer 
games. Light-hearted perhaps, 


| humourous hopefuly, but fairhy 


earnest nevertheless. Then along 
came etman, and nothing at 
CRASH Towers has ever been 
quite the same since, 


kk all started quietly. No fanfare, | 


| no blurb, no introduction: he just 





| was a game called Lunar Jdetman 


| appeared, suddenly and silantly. 


The original excuse for the strip 


lost in the mists of time but | 


recenthy released on an Us GoLD/ 
ULTIMATE compilation), Reviewed in 
the very first issue of CRASH, it 
got the. highest ever “value for 


| money” rating — a 'perfect' 100% 





DO O CO CCC 


Obviously flushed with this suc- 
cess, Tim Stamper (the reclusive 
head of ULTIMATE) decided he 
wanted to promote the game with 
a comic strip. 

Tim had seen John Richardson's 
work in other magazines and com- 
misstoned the strip from dohn, 
who explains his involvement with 
the computer games wortd; “Tim 
sent me a copy of the game on 
tape, | trad loading kt on my Sirius 
computer, but it didn't seem to 
work so [va never actually seen it. 


In fact, the only computer game | 


I've ever played since then is Star 
trek on my Sirius — that was so 
awful I've never tried to play one 
since. | must admit I've never met 
Tim. The nearest | ever got was 
when the strip was rather late and 
his father came to pick nt up." 


ULTIMATE GAME 


| Singe then Jetman has taken on a 


life of his own. The game has faded 


from memory and even ULTIMATE | 


t4 CRASH February 1987 


| inside | found John busy toiling 
away on a strip for CUSTOM CAR. 
Obviously aimed at a slightly diffe- 





isn't the name itonce was. But Jet- 
man lives on. In fact 1f the Jetman 
strip misses an issue, there are 
howis of anguish. It makes the rest 
of us toling minions at CRASH 
Towers feel really insignificant 
sometimes... 

so who is the warped mind 
behind this inter-galactic goon? A 
sign on the door of a Middles- 
borough studio proudly 
announces Richardson Freelance, 








rent audience, this follows the 
adventures of a superhero called 
Super C C and his topless assis- 
tant (no, she doesn't stop at the 
waist). Well, what do you expect 
rom these car freaks — they can't 
even have a motor show without 
spraving the place with scantily 
clad young ladies! 


HAR! GOGD TO BE BACK MJ THE OL MOT- SET" 
BELTING THA TRE EMPLESS VM terra! NR 
NOTA CLOSER A! À TRILHA MILES! 


Amongst John's other commi- 
sions are à strip featuring Tina Tail- 
pipe for SUPER BIKE, and Pwlong 
for a CB magazine. Pwlong is, SO 
John assures me, the Greek God 


of CB (well the Greeks were a very | 


advanced civilisation). Apparentiy, 
Pwlong was born deaf, and only 
the advent of CB has given him the 
ability to hear. 

By way of a complete change of 
style and emphasis, John also pro- 
duces a Famous Five strip for an 
Enid Biyton fanzine, “Fortunatehy, 
| only have to draw the pictures for 
this — they supply the plot line. It's 
published in Denmark and 
appears in lots of different lan- 
guages. It's really weird to ses your 





speech bubbles filed with some 
totally unheard of language. | sup- 
pose there must be a lot of Enid 
Blyton fans out there somewhere 
who just can't get enough df the 
Famous Five," John explains. 


THE BEGINNINGS... 


It all started at school, in the small 
mining community of Eston. The 


young Richardson began doodling | 


away during some of his duller les- 
sons, and decided he rather liked [Sd 

it. After a spell as a farmhand, and 

six weeks as a professional wres- ! 
ter, he got down to some serious sã 
drawing. “| couldn't take to wrestl- | Ad 
ing. E was quite tun, but rather silly. 

The whole thing is stage managed “a 
= YOU rehearse what you are going 
to do and when. It's okay as long 
as you both remember your | 
moves. Whats worse is when 
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| you're meant to win, and the other 


guy decides he wants to impress 
his girifriend and throws you 
around. 

“My drawing was influenced by 


"the late Frank Bellamy's work on 


the old Eagle comics. Hs a pity 
really that so many of the good 
British comic artists have moved 


| to the US where salanes can be 


astronomic — just because the 


| magazines have such huge circu- 
tations.” 


OVER THE TOP 


“My first strip was Phantom of | 


Fells in BUNTY. The heroine was a 
teerage girl, and this: Phantom 
Kept FoRPUao all over the place. 
Really terrible stuff, but they 
| then 
drew a strip called The Mean Arena 
mn 20004D, à was a futurstic 
American Footballtype game. Just 
about as far away from BUNTY as 
vou could get. | wrote the plot for 


| that myself — the sport included 


rules like you were allowed to kill a 
certain number of opponents dur- 
ing the game, and all sorts of 
totally over the top stuff like that. 
“Another thing which helped me 
to develop my siyle-was having to 
fill in for other artists. My agent 
would ring up and tell me that so- 
and-so was ill, or on holiday, and 
Vd have to quickly getinto the style 
of that artist. This really helps you 


| to lgam from other people and 
| gradually 


evolve | something 
unique, As for plots, | ike science 
fiction, particularhy Arthur € 
Clarke, author. of 2001, A Space 


E strip also introduces = 
ide EM te chaps, the Grum- | 


those MN 


a bit. 
? wheny 


N tobeab 


Odyssey” 

Naturaily the | uppermost 
thought in the minds of Jetman's 
many fans, must be “what's going 


to happen to him next? Umtortu- 


E — =. 





lins. These dr 
ular characters, 
mn his WO 
things Up. 
the plot wi 


thenext... 


| tar fondness. 


| the universe, gallumphi 


rk, generally 


cton) 
ants to change dire | 
.H something jarda up 


lgast exp 
uia blame the Grumlins.” 
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nátely the development of the 
stóryline is a closely quarded sec- 
ret, and as John keeps the plot 
locked in a safe deposit box in a 
highly secret Swiss bank..,, 
there's no way we can give you à 
sneak preview... 

Actually, thal's a Big Fib: “make 
it up as | go along. | start drawing 
the strip and hardly know what's 
going to happen irom one frame to 
Tyou've got any good 
ideas, they might come in handy!” 

50 there's an open invitation to 
Jetrman fans: ff vou want to infiu- 
ence the outcome of your favourite 
strip, write to John at CRASH, and 
we'll forward your suggestions to 
him. Vho knows — they might even 
turn up in future strips! 


PAY CHEQUES 


According to John, the best thing 
about drawing cartoon strips is 
receiving the pay cheques - he 
locks forward'to them with particu- 
“The jokes are fun, 
but after I've drawn the thing and 


lived with-it for a few weeks, tt | 
somehow doesn't seem quite as | 


funny as when Hirstthoughtofit.” 


John has no idea where a lot of | 
| the madea-up words that deiman 


uses - like Bwah and Dongle — 
came from, buf he suspects that 
there is a great deal of himself in 
the character. This sounds like 
rampant paranoia, because as 
John admits, the central theme of 


Jetman is that everyone is con- | 
“stantly trying to get vid of him = | 
- preferabily E 


permanenthy. 
Fans. of John's work will be 


'* pleased to see that he is going to 


have his own strip in our sister 
magazine LIM, in the form of 
Umguat The Alien — defender of 
freedom, seeker of truth and jus- 
tice, President of the Galactic Tail 

gers Club, seecker of wisdom 

cheapo souvenirs, prannie Of 
ing gour 
met, and general mental incompe- 
tent. He's also the owner of a clap- 
ped-out spaceship which keeps 
going 'Phut'. Oh ves, he just hap- 
pens to have a computer dis- 
quised as a rather curvaceous 
looking alien, 
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Alter a hard day at the office boia 
| your humble Comps 


allowed to play Ee workino 
hours, Hm pe within a twenty 


me back into the broom cupboard 
— Sigh! However, as soon as 6.00 


Minion likes nothing better than to 
wind down by playing a few com- 
puter games. Of course Em not 


foot radius of a Spectrum, the 
dreaded Kidd or the Girie Tipster 
grab me by both feet and swing 


comes around and the spikey- 
haired ones have left for the pub, | 
sneak back into the darkened offi- 


FIND THE FOLLOWING WORDS: HORCA 
ORBIX INSECTOVORS CREW 
TERRORBALL DRONES CRYSTALS 
STREETWISE DROIDS IMPOSSIBALL 
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ces and blam and blast away at 
those aliens to my heart's delight. 

One of my favourite games at 
the moment is DOMARK' 3 Orbix the 
Terrorbail, released on their new 
STREETWISE label. | involves man- 
Epa Orbix (a Tactical Planet- 

fare craft) around a hostile 
rt while at the same time col- 
lectng spare parts for a space ship 
and rescuing crew members. H's 
great — the Orbix bounces and 
boings all over the place. lt cer- 
tainly needs some concentration 
though. 

Sometimes I'm at the office 
blasting away with the joystick 
until 10.00! But after that Mummy 
Minion gets worried so | make my 
way back home. One night after 
Mummy had made me a supper of 
Christmas cake and hot chocoy | 
had the most horrible dream, 
Somehow | was trapped inside the 
Orbix featured in DOMARK's game 
and it was running wild, controlled 
only by a manic Girlig Tipster and 
the crazy Mr Kidd. Not only that, 
but | was being pursued by giant 
insects and mechanical droids 
who were all heil-bent on ensuring 
my swift demise. To make matters 
worse, instead of trying to win the 
game, êmith apd Kidd were delib- 
erately trying to make me lose by 
ramming me into the walls and 
making me confront my enemies. 
Just as the last life in the game flip- 
ped to zero | woke up swealing 
gia with my testh chattering. 

those nice people at 
ERliráço avo decided that all the 
blasting, sweating and recum 
dreams are worth some reward, 
vou have to do is solve this é 
square by finding the words listed 
below, which are all characters 
and features in Orbix The Terror 
ball. There are some stupendous 
prizes waiting for the winners, For 
- the first correct answer pullad out 
Hannah's Girie make-up bag 
there'sa fab Philips Roller ' Brixton 
| Brieicase' (or ghettoblaster to the 
“ur-hip). For twenty runners up 
| there are Impossibals. These 
bouncy spheroids contain a 
wetght so that when bounced they 
make all sorts Of crazy patterns 
giving the user hours of endless 
pleasure, 

lf you faney winning, then getto 
à and find those missing words. 
send your entry to ORBIX (THE 
TERRORBALL) COMPETITION, 
CRASH TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYr8 
1DB making sure that it arrives no 
later than 28th February. 


Ho 24 Xmas 1985/1086 

On The Cover Special - our very cw 
OLIVER FREY occuples five pages. Siar- 
quako ié mapped and there are some Far 
hat pokes. Wa profile GARGOVIE GAMES. 
LLOTD looks back on 1985. ROGER KEAN 
talks to nevsoncossuTanto. Spsibound gets 
top marks from the reviswers. 


No 25 February 1966 

Dunau — the prófila, and some rather silly 
photos of the tegm. À chal with the meucaos- 
esene duo, À double dose o! JETMAN, Girem- 
Lim qrapmos bring a Nina to tha Spectrum. 
TELHNICHE looks ata FORTH add-on and 
extendons to 2X BASIC. Zoids nanowly 
pips Smsevos Word in the revigws. 





No 25 March 19B6 

HUNTER 5 chats to the Gals from-sr aaiDes. 
A first took ai the Specirum 128, What's now 
aniicronat 800, Romanto posor's Muntiface 
Une under sertiny. Marsport meaga-map 
and a rather smader diagram of Gunfright, 
Firee-FVeçãos irt Paradiso, Movis end Meinior 
Camas are SMASHed. 


No 27 April 1988 

Massive 23 page Playing Teps Supplement 
- intiuding Sods and Mormty Or The Rum 
maps. 1985 Readors Amárds rasults, MEL 
CROUCHER interviem. IMAGINE resurfaces 
and mande are quick on the draw. Round up 
nf-128K games. À visit to the first Play By 
Mel convention, Bomb deck múmes tha 
rENTaMarS. 


No 28 May 1986 

Update or tha Fargine some. manteoH 
prole ad Planais preview. Di Composite 
video Interface. Spelhound and 2TI2AD 
mapped. Inside cmecraNS  Spechrum. 
FRONTLINE Mini-Strategy back, 
CRASHTIQNMAIRE “86 anahysis: Starsirika 
stop SMASH of the month, 


No 20 June 1886 

First PBM MSILHOM and CRASH GAL- 
LERY. Specbrum  eting.. Homegrown 
Edprará, HANNAH SMITH chats do pes- 
time. Cormpilations compared. Maps of Cpu, 
Sr Prod, Sabotaur and Parts 1 and 204 Tan- 
falus, The GENESIS, BIRTH OF A GAME 
feature gels undereay 


No 30 July 1886 

More  CRASM'Raunsino galhgey, More 
Homegrown Softwares. THE BIRTH OF à 
GAME: some gary entres. b4r MINSON 
mess game designers maress: LUNA JET- 
MAN retums, Tanialus, Knight Tyme and 
Movie mapped. Ghogis And Goblins, Jack 
the Nipper and Spltting images racaiva tha 
revewars acolaim 


No 31 August 1986 

HANNAH quas wrestling ard maps Pontag- 
ram, Heavy on the Magick and Jack lhe Nip- 
per at the same time! A look into the Dra- 
gon's Lair. Sinclair ' LOKI mytha expioded, 
Enmemane intervigw. PETE TAMLYN starts 
his look at Role Playing Computer games. 
Wrordprocessor rpund-up, 


No d2 September 1586 

GAC. reviowad. The Music Box opened. 
Mmno-ses's DAVE PERRY talks about Veaihy 
and  Mivay Sigele. Bepairiogy your 
QUICESHOT 2. Dan Dare armives! Bobby 
Bearing, Ghosts ano Goblns, Core, Cybe- 
FLA anna Acton Reflex get the canographio 
habsit, 


No 33 October 1985 

JON RITMAN — Mr Batman and Me Match 
Dlay'telés all. The GENESIS project: the prog- 
ramnário begins: HUNTERS MINSON ques 
missing! Mulli-tracking Speclrum. COSTA 
PANA A, tire man from vormex, intervliae. 
Mapa of Dan Dare and Cauigror dl, First part 
of Eguinoa and Dynamite Dar dl maps, 





7 


iii R 


No 34: November 1986 


DOM PRIESTLEY, creator of Popeye and 


Fapdcor intervicaed. Musgo 
revicmett GAMES DAY repor, cHEETaH'E 
Sound Sampisr sampled. PBM Diplomats 
Directory openad, GENESIS: Kat Trap pra- 
viga! = the Marketing bia explaned. Ecos 
ano Dynamite Dan imaps completed; Lin 
ersal Moro, and Hijaca lamd bars. 


Please tick the correct box 


pence off TOTAL COST! 


PRICES 


the ED 


Iwish to pay by Visa/Access (delete 


Please Charge My Account No: 


BACK NUMBERS, 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT E 


35: December 1986 

DAN MALONE. the artist behind Antiriao 
rierneéd. nameecradmos release a AA. 
based wordprocessor. Gider Rider and 
Ligtitorce maps revealed. MIDI interiace 
examined. Spectrum Plus Two problems 
explained. Tha Great Escape heads à pack 
ofsmasheas, 


e Je J2e]2n0]280 290300] 310] 320 330734[7350] 


BACK NUMBERS SPECIAL OFFERS! 
8 Order THREE or FOUR issues at the same time and'get 40 


O Better still, order FIVE or MORE issues at the same time and 
get 20 pence off EACH ITEM! 


O ALL BACK ISSUES NOW € 1.20 EACH (including P&P) 
6 OVERSEAS OADERS: £2.00 per magazine (they cost a small 

















fortune to send) + 
Name 
Postcode 
Please make chaques/postal orders payable to CRASH, Itis bestto avoid 


Pg rã payments. Please DO NOT enclose ANY order withmailto 
TORIAL side of tha magazine as this will result in DELAYS! Send 
your orders to the address below ... 


as applicable) 








CRASH MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 











| would like to order the following CRASH BACK NUMBERS... 


W/INNERS 





RESULTS GALORE 


What better 
of catching up? Althou: 
through all the entries ' 


to start the New Year than with a spot 
your faithful Minion sorted 
the competitions we ran in 


the November issue in good time, there wasn't room 
to print the results in the Christmas Special. Then, as 
soon as | came back from my over-short Christmas 


hois, it was time to sort through the piles of 
had arrived for the December competitions. 


st that 
o here's 


a bumper dose of results —- and Im off to soothe my 


sore comp 
cool mop 


ition-envelope-opening fingers in some 
cket water... 


PIRANHA'S TRAP DOOR OPENS 


What a lotofscary creatures you 
showed me! | think the aversion 


therapy may have worked ... À 
trio of monster creators collect 


amonster Trapdoor Goodiebas. 
They are: 


Deniz Ahmet, Peckham, Lon- 
don, SE15 4NP; Brian M 
Medonough, Wythenshawe 
M23 9AW and S Kemp, Leigh- 
On-Sea 559 2RG 


Copies of Trapdoor go to M 
minor-monster creators: 


Will Oyo, High Wycomba HP13 SLA: Crris 
Coonfell, Sonhampton 509 280; Carl Jones, 


| arQ; David Blair, Lea DNZ1 SUE: 


Birbenhead Léo 988: Sema Dean, Wit 

Lexham PES? 2584 Paul Myat, SHoke-On- 
Tre STS JECA; Darren Shaw, Nr Loddon, Nor- 
wrch NAS GSM; Richard Plastow, Herttord 
SG 14 1PH; Vemon À Chaldeco!t, Havan POB 


| 2HR; C Liobet, Nhitton TW2 TPO. Jay Sac- 


hania, Nilton Keynes MES FLT; SLeGrestoy, 
Soulhsea POS 2PG; Paul Howetl, nd 
SP1 SEL: Richard Penper, Hamtwich CW 

SP. Bavin Hooker, Uprminstar RMTS 108; 
Darren Bonas, Walkergate NES SUL: Mr E Bur- 
ton, Silsoe MK45 4MNT William Herbison, 


| Auchinleck Kajã ZE, Howard Carise, 


Horaforh L518 SHO, John Nabia, Middies- 
borough TES BMJ; Christine Noble, Middies- 
borough TSS EM, Lucas Sutton, Grove 
Estate, Longon NW?: Peter Hill, Northampton 
hENEa ZA): dim MclMdullen, Edinburgh EHid 
2UR; Garath À Harman, Co Down, Northem ire- 
tand BTIS 1NZ; Darren Webb, Dagenham 
AMA 354; Cathy McBumey, Marske-By-Gea 
TS11 746; Drplan yr Cyan, dum fl 

E 
Arlindo Maithy 565 7SE;C Lead, Chorey PRT 
ELLLER 


CAULDRON COLLE c TING 


Cauldron-spotters floaded the 
broomcupboard with entries = 
not surprising sesing as MEL- 
BOUANE HOUSE were offering a 
complete set of ASTERIX books 


to the outright winner. He is: 


P Abernethy of Rotherham, 


South Yorkshire SES5 3JBU 


Coptes of Asterix and the Magic 
Cauldron are on their way to 50 
people who found all the bits but 


didn't acutally come top: 


JUDO JAMBOREE 


I've had to give up the Judo les- 
The Gírlie Tipster 


sons - 
threatened to take up Handbag 


Karate and try out all the moves 
on my battered form if | didn't! 
Still, MARTECH'S judo game Uchi 
Mata should be along any day 
now, and maybe playing that will 


make me a bit tougher. 
Às soon as 


will ba receiving a copy - 
get impatient now!: 


Andrew Griffiths, West Croydon, Sumey CRO 
INN; SN Hammond, Frmton-On-Bes CO13 
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game is 
finished, the following 50 people 
don't 





CPF; Stuart Anderson, Hull HUB DER, Dare 
Close, Walham Abbey ENS JEF; David Wal- 
ars, Aberystwoth Sr23 2EU: Paul Smith, Stan- 
lord in the Vale SN7 BLYT; CPL iG Potter 2236, 
Vriztst Lancers, BEFPO TT; Jonalhon Mil, 
Grvat Amei SG12 984, Peter Reilly, Glas- 
aca G22 GON; Andrew Kyle, Barrow m Fur- 
ness LAT 42T; David Ho, London ES ORM; EE 
Loon Les, London Nº 00F; Robbie Morton, 
Morwich NATO SAY; Simon d Ladds, Gran- 
tham NG31 9HH: Mark Boughton. Bury SH 
Edmunds IP32 GBA, Nel Amnony, Meigon 
CF46 BLA; Simon Young, Micheldean GLI17 


| 0DN; Philip Mann, Cannóck W511 1PW; Paul 


Herbert, Chasatown W57 BRE; Guy Dater, 
Moriwich CWB 3HP; Stuart Dickinson, Low- 
denbeath Kr4 9ND; Lea Powel-Thomas, Sal- 
tash PLIZ SEA, Sac Corruthers, RAF North 
Coates, Lines: James À Gosset Ninfiald THIS 
Ux; Peter Bodkin, Clantield POS ONA; Ranjl 
Ohilton, 34. Andrews KW 1685F: Darren Shock, 
London ET THZ:; À Lamb, Datchet SL3 9HP; 
Sephen Ovington, Piltapla ABS 9H5; Patrick 
Walkar, Nthor Poopieton VOZ BLU: Jason 


| Kan, Kragphill GU21 2HT; George Mackenzie, 


Dundes DDS BLE: Brian Morrison, Livingston 





EH54 SNT; Steven Moya, pb vis Sd, 
Paul Smith, Sprowstonr NR7 Lara 
Janssen, Tintagel, Cormwrad, se 
Cousins; Brentwpgd CMTS SPU: step 
Taydor, Taeavile TSE 0AD: Gavin Dunkeriey, 
Denbigy LLI6.5Y7B, Graham Pre, Sootiorth 

Lag RD: Jason Gibson, Tyrie and Weg NEZB 
ih Neil Parfrement, Clhton Estate NGTI 
SB; Brian Banter, Ashton Under Lyne 047 
056: O Neterwood. Krkola HUID TOS, 
Michasi Gravelie, London SES 7PE: Mark Wal- 
ter, Sutton-n- Ashfieli NG17 4NP. John 

gens, Gairsborough DNZ 1 ZDX; Andira 
P Richards, Tred no CUSo 490 David 
Jeremy, -Bóume PE1O DRE: Richard Story, 
Tonmwell 5612 0MP, 


HANDBALL! 


Now the judging's done, John 
Lewis, of Leicester LE4 TEL is 
due to get his hands on a bal- a 
spanking new football signed by 
the England squad no less. John 
came first in the little quiz 
organised in support of Peter 
Shilton's Handball Maradonna. 
The 50 runners up who all 
receive a copy of the game are: 


Maid Harkett, Mendiesham, Guio&: Peter 
Davies, Rayleigh 556 9PE; Mrs V Fairbrothar, 
Castle (arashoy DEM GLB: Richer Bradiey, 
Bunny NG11 BOM, Andrew Sisck, Morwich 
Rd ELE: Patrick Walsh, y EL3 ENA; 
Cihastopher  Jolhey, Steshiaiol s11 SEO: 
donathon Rey, Knowle BS14 540: Amon 
Lang. Cr CRO BSH: Jugim Menhanetl, 
East Preston BN1S TME; valter Meia, Car- 
ricktergus, County Antrirm BTSB OLF: Brendan 
Holmes, Knibworih Siso3 GNL: álan Powis, 
Leominster HRE BHT; TonyGes, Sheffittd 510 
SEF: dorm Todd CANA, 110 Caron Hi. 
Caron Mad 1FN: Darren Spencer; Edgqwara 
HAB BHO: Ross Hunter, Cartista CAS TETO 
Prijs, Runcom WAY BEG: Stephen Mavhow, 
Sesham SAS ELE: Nick Rushby, Sautton-Ori= 
Trent NG23 60G; David MebDermon, Bermin- 
ham Bdd 9L7: Darren Fairbrother, Castle 
restey DEI 9LB; Matthew Greaves, Work- 
sop 581054; Tony Commons, Liden ENS GLS; 
D Hulrra, Farnworih BL4 0BZ: Graham Parer, 
im ton NESB TLA; Luka Mor n. Adiddie 
XE AHE: Paul Wreylord, nisi HAS 


| TD; 6 Grey Page. Hiavarhil CEO BOW, Fiyan 


Smith, Odd Doem, Bath: Miles Jacobson, 
Wiatioed WD1 BDF: Richard Parsons, Brtecioy 
Hit Drs tAS: Stephen Barker, Hormichy 


| RMIZ 6AJ, Wayne Bradburn, Wolverhampton 


ANA 340; Son Fraher (re), Balinora, lra- 
and: Neil Sparrey, Northampton Nie SEM 
Mark Mogowan, Molhervel ML SJE lan 
Francis, Coulsdon CR 3HT; Martin Campbell, 
Edir: h EMA SR: 4 Musk, Tunbricge Wvals 
TN3-0EB: lin Humber, Carton NG4 HOF:; Mike 
Stevenson, Pocia; Marvin Reyrolds, Creme 
CS BuF, Keith Bell, biseçáo Ph NEJA DPL, 
Darren Reddem, Golboume WAS 2072; Robert 


| Evans, Wotverhampton ve TEM Ailliam 


Van Rest, Dorndge BS3 BON; Damian High- 
wood, Rainharm MEB 455: Staphen Ball, Hor- 
Po ag IP29 552: David Jackson, Longton PR4 
SPE, 


A DIY superhero should sproing 
into existence early in 1997 — 
you live anywhere near Rainham 
in Essex, look out for Paul Pont- 
ing — he's collected a Superhero 
Kit from MARTECH which includes 
a pair of zoom binoculars and a 
compact 35mm camera. And all 
because he won the Cosmic 
Shock Abairtids coripaltion! 
Cosmic hasn't made an appear- 
ance in CRASH Towers yet, but 
at 500n as he does we'll] be 
sending copies of the game out 
the following 50 runners-up: 


rn Bultock, High Wycombe HE TZ JUN, Td 
Stbum T513 40W, lan Gilbbrand, 
E Lãr 2DZ: donathon Figton, Shilfigia 
Ea Zu Stevon Vickers, Gairsusiton 


-Bstizbo 
ss ade Aoc ; (Gu 
4AT. Bruce MeCoubne ih TEW; 
Poder Rotbiinicon, ria, Pg Caia 


ney, Moodhurm, Co 
Clark, Ascol BLA BTA! Alan Clark, Winibiseio 


SHAÃO LIN'S ROAD 


After a false start, when an Art 
Minton set you a spot the difer- 
ence competition without any 
differences to spot, we now 
have the official list of winners! 
Top of the pile was Guy D Cur- 
tis-Raleigh, of London who col- 
lects a martial arts suit, à COPY 
of the book about the Shao Lin | 
temple and his choice from the 
games offered by THE EDGE. Fif- 
teen runners-up colleci 3 copy 
of the book and their choice of 


And finaly, 35 runners up each 
receive their choice of game: 





ABSORBING THE SHOCK 


DDS QUE, Darren Fairbsother, Casta Gre 
DEI! SLB: firuco MeCoybria, Beltast BT 
TEW, Rosas Smith, Southívids SWIS5LZ, Los 


Dougal, 

Chestunt EN SOM: Paul vulhitude 
thorpo 53 7PWy; Civis Evans, Ware! 

K à Hungman, Bushey WD2 387; 

Tayior, Sovin Homehuren AMT? SPA: Eid 
Cale, Norrsop S80 25H Justin Hesketh, 
Bossion aro niço ni Haxham 


Longhurs , Tá a SED: Hubert o 
ts SEU: -Grott -Btaã 
bao See Lita erga Boon, Hol- 


Mcaiestata 6 1 3H. 














DESIGN A SKIMMER 
What a bunch of inventive 


pany vehicie. We'll put CRL's 





name on one side and Academy 
on the ring Bala in honour of bia 
design. ponta 
winner collects a compact disk 
player, and he's c Eos 


LONDON TOWN 
The delectable Julia from Hew- 


| SON Will soon be travelling the | 


streets of London with 

Smith from Tupsley near 
Hereford because his correct 
entry was first out of the bag in 
the City Slicker competition 


oa mo dc a Dm Da md RS ad 





draw. He's a winner! A further 50 
winners are about to receive a 
copy of the game by way of con- 
solation: 


Roger MeGilyvray, Cumbermauyld GET IPA 
Warren, Herllord SGt4 ITQ: Carmel Bat- 
tnrsby, Scala Hall, Lancaster: Alan Colhar. 
Lockerbia [DG11 3PQ; Thomas Gammon, 
vanses Sã! SO Mr Eamonn Movies, Lon- 


rrerrstoterotersredredindiid dd 


rombióm o ijeSe-aabonim nrqiasdo pode e eme o diem do ud 


Send your coupon ta: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 


Act ção as =" o 


E e —— —— | e e e e e e ie ei me e — — ——— e e O TES Ss a os — — —  — 


CRASH HOTLINE WRITE IN COUPON 


| Piease Lise block capitals and write clearly! 


| TSHIRTSRE ... isso 


|| Send your coupon to: CRASH HOTLINE, PO BOX 10, 


DR Rn DR DR JR DR SR DR DD RSS TOO GS TOO TOLDO MOTO A OT RI TE ER ER TOA DE FE NM RECEIO 


OE EO” E ES ER ESC 


|LUDLOW, SHROP SHINE sYB 1DB 


don 5 305; Mare Pb Pittancorm, 
File, Master Patar Barks, Camoustie DDY 
YDE; Chris Dymond, Truro TRI 108: Staphen 
Fisher West Drayton UVB” 904: Paul 
bege pr Hadcite MZ dar; Simon 
Round, Stockion FS18 757, Php Fong, Pe 


low STE 3NX; Láândremws, London SNZU ara; 
Fioxper Gresn. Wakefisld WEZ 7EB; Charêe 
Morgan, Adiscombe CRO-GET: Colin Reskia, 
St Monars, Fife KY10 20H; Gareth Biytho, 
Chelmstord CM? 686: Neil Blake, Carlton, 
heomti m NG4 1ER; dor Laist, Addiastone 
KT15 TL: Phillip Bennett, Brantham Nada 
sBL. Greig Christia, FKrkcaldy KEY aRA: 

James Pratt, same -de-ta-Zouch LES STWW: 
David Bare, rm NES! 2dF; MrN 
Krroybers, EUR inter CMO 7BB; Andrew 
Bezant, Or tor NNt3 SET: Paul Wake 

Groby LES : B Cheeseman, Pei e 












SL; dr Stewart Croh, Lancaster LAI 407: 
Keith Wallace, Shetisie 511 7LG: Stevgn Bur- 
rdgea, Isle of Wi ht POSS 307: à Chalhen, 
Rusheder NNIO GEG. SM Smah, Stockton 
idea road Nagol Fury E Ontetract WFE 284: 
T FER; Trevor Hom- 

fay-Eoo Mare 5612 7DD Christo 

h, Lagds LS25 1dD; Tony 
Sheteia S10 3PF, Tony Coeky, Romtord 
FMs ZES Les MoSill, Hord 162 GU: MAS 
a, Birmingham B34 BAH, Ld Velton, Car- 
CAI PAN: A Thorpe, Seaham SAT TSD: 
ri Fegron, Eligamere Port LES 2DT- Lloyd 
Robertson, Reel am NATO 4EB: Anon. Lear 
Bevendean, righton BENZ AGE: Marte 
Ermeeilli. Yoovil BA2i S%B: tan Francis. 
Goutsdon CRI SHT; S Kathásravelo, New Mal- 
gm FR BP: Andre dude, Leland PAS 


FOU SAVED DAN AND DIGBY! 


Lots of people completed Oli's 
Dan Dare strip for him, and after 
much deliberation the top two 
prizes in the competition we ran 
with VIRGIN go to: 


Wayne Trauis, of Northway, 
Tewkesbury GL20 BRW and 
Les Brown, of OsseH, West 
Yorks WE5 00D 


They both collect a copy of Dan 
Dare the game, a poster, a T 
Shirt, a copy of The Man HKho 
Drew Tomorrow and the choice 
of either five albums or three 
videos from VIRGIN's 
catalogue. 

Meanwhile, three more 
people collect a copy of the 
game, T Shirt, and poster: 








Simon Brett, Poughill, Bude, 
EX23 9HB; Robert Bryan, 


My top five favourite programs in doscendiria order 


are; 
TITLE 
ê 








Co 











Cheadle, Hulme, SK8 6DF and 
Jared Smith, Saltburn-By- 
The-Sea, Cleveland, TSiZ, 
1PD 


Finally, 25 runners collect the 
qame and a poster: 


PRODUCER 
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The Ultimate in 
Joystick Control 


Arcade Quality 
with 8-way microswitches 


Foster response times provide o smoolher, more accurate 
playing acton for higher scores and its tough, dependoble 
construchon quarantees reliability during use. 


* Ergonomicalhy designed, m eb covered steel 
handle and base for sr er playing achon. 


* Rubber action retum to vertical of joystick for fast, 
positive control. 

+ Large, dual fire buttons for quick left or nght hand 
operation. 

* Mon-slip, rubbér base e ensure joystick 
remains firm d during p 

t Extra long 5 foot cable Asa more comfortable 
playing positions. 

* Guaranteed for | year. 


Suitable for: | 

Amstrad: MSX computers; Commodore 64 ond VIC 20; 

Atari; Sinclair ZX Spectrum (when used with an interface). Manufactured 
Distributed in the U.K. by: Ena a É inthe U.K. by: 
Unit 2, a” ne 

pd NAM cs marketing Ltd 
Troding state, do und. Compary 


Northampton NIN4 9IN. W Coin House - New Coin Street 
Telephone: 0504 6871, Royton - Oldhom OL2 6JZ - England 
Telax: 311254 LEISFT O. Telephone: 061 626 7222 Telax: 689705 Coin G 


mes 7hte [st choice 
=SEXPRESS SPECTRUM,BBC 


and COMMODORE REPAIRS! 


FREE ” WHY PAY HIGH 





















O =D e cap anee” FIXED 
| WITHEVERY REPAIR* . PRICES | 
NEW GUINEA. SALIM ARABIA, YOU DO NOT LIKE OUR ESTIMATE 
SWEDEN, SWITZERLAND ano! WE WILL RETURN THE COMPUTER 
LIMA — same their Spectrums to AND REFUND THE POSTAGE INCURRED 


your comparter being répaired and if e 
tara E rothina wrong with. we will 24 HR. TURNARDUND NO-QUIBALE MANCOMP ro 
tes you! GUARANTEE NO HIDDEN Ci (D + C12') 


O: FOR REPUTATION & HELPFULNESS — Because we repair hundreds of Printworks Lane: Levenshulme, 
ma” “| have core across a firm that computers every week, we are Manchester MI9 3JP 
rmore than O en Eru ra ptaçãa our 'component- Phone 06 1-224 1BBA. 






Fone to r 
for 26 dr É buying discount' to YOU in 
| | are called ro ida lower prices... . ZBUA cpu OR 061-Z24 9888. 
ir; ate wing dis your prob E 1.50, 41 16 50p. Upgrade OPEN MON - SAT Sam to Tpm 
"to: email UK. with Wnide-u-Wais repairs! with you and offer dep ftted EIBas 
nao” with? INTERNATIONAL repair service! GENTE tr - we bring down the prices for 
COMPUTINC YAN ES: repairs and components! 
O: to charge LOW PRICES for the smaller (We may refuse to revive 


effect necessary répairs over Lhe attempted 
pibimoteg minutes. Based in DL. repairst) 


Ed FOR LOW PRICES — “My computer Manchester, MANCOMP can offer Every parcei sent by 
“o: big recertiy, | took it to MANCOMP, wihat is arguabiy the FASTEST Poryal Mal dica Post and insured 
MN who fisad it in É minutes! and for less burnaround in the business to personal for returm jourmeyl 


irado CSpaii 5 Ra > “One firmatieastcan computers suffering from 






than EO Ep ntel are ao Ea do callers” CRASH Magazine JUNE 1985, [For next day delivery include E 1.50 
ds la o HEA extra). 
THIS 5 WHY Spectrum users from (Securicor by prior arrangement). 
London, Cormwal, Scotiand, On-site maintenance for 
FOR PROFESSIDNALISM — “Of all the Birmingham, Liverpool, pru LBM:s and most makes Of printers 
| So gre Sincialr it cai Lexester, e LOM aizo avaltabie. 
P seprmed the 


| ALSTRALIA, ALUSTRIA, BELGIUM, Guarantaed Ahr respo emo | 
| ONAL when fecametomivos EGYPT FIRE, GERMAN HOLLAND, ole pio RN ane What we do today... 


NOTE OUR Eca AND WATCH OTHERS FOLLOW THE LEADER 
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ONE RAINY DAY IN 
NOVEMBER... 


mn impressive array of footballing 
talent gathered in the function room of 
the Starline Club, Adam Harrison had 
travelled all the way from Dewsbury to 
take part in the day's events, chauf- 
feured by his father. Paul Johns had 
made the trip from Wokingham in 
deepest Berkshire with Mark Gillard, 
his self-appointed coach and trainer. 
Steven Bavyliss was accompanied by a 
team of supporters — his family had 
decided to make a day of it, and char- 
tered a minibus to get them from Porth 
in Mid CGlamorgan. Cheshire, or more 
recisely Malpas, was represented by 
ke Sutton, and Birmingham's con- 
tender, Steve Cartlidge brought his 
parents and sister for moral support. 

Nervous glances were exchanged by 
these five contestants as they tried to 
ascertain cach other's footballing pro- 
wess. The buffet wasn't given a second 
glance — the rigours of travel combined 
with pre-match nerves meant no-one 
was Hungry. The sixth man, Joe Wal- 
dron - founder of a short-lived 
magazine called MDAS. (short for 
Match Day Appreciation Society) 
wasn't there — had he been overcome by 
last-minute nerves or was he deliber- 
ately winding up his opponents? The 
tension mounted. 

Three tables agaimst a wall cach 
groaned under the weight of a momitor, 
computer, and casseite deck. Maich 
Day's loading screen appeared on three 
monitors and a pair of empty chairs was 
in front of cach table. Cameron Pound 
could be heard setting up his studio Aash 
gear im the adjoining room, and flashes 
of blue light illuminated the plaving 
area as he made the final adjustments. 
The cofice percolator in the midst of 
the buffet burbled its annoyance at 
being ignored — or was it the rumblings 
of a nervous challenger's stomach? 

Then the programmers made their 
entrance. Jon Ritman had driven Ber- 
nie Drummond and Chris Clarke up 
from London that morning and arrived 
clutching a cushion “for the back trou- 
ble”” and a carrier bag containing 
favourite Joysticks. Still no sign of Joe 
Waldron — was he pushing gamesman- 
srs too far? 

irst panic of the day was caused 
amongst the assembled CRASH Min- 
ions when Jon spotted that only one 
Spectrum sported an Interface 2. The 
trio Of programmers are all confirmed 
joystick wielders — “what if we have to 
lay someone who doesn't like using 
eys” Jon asks. À hurried audit of the 
CRASH peripherals cupboard begins 
and then someone decides to ask the 
contestants an obvious question: fortu- 
nately it is only the programmers who 
prefer joysticks — everyone else is hap- 
piest using keys. First organisational 
panic Over... 
No sign of Joe Waldron though. 


TRE RULES OF PLAY 


With or without Mr Waldron, it was 
time to explain the ground rules and 
start the contest. It had been ordained 
that the challenge was to take place on 
à league basis, with contestants playing 
each programmer in a match of ten 
minutes cach-way. Three points would 
be carmned for a win, one point for a 
draw and nothing for losing. If there 
was a tie on points after all the CRASH 
chaliengers had played their three 
games, a pre would decide the over- 
all CRASH champion. The champion 
would then play cach programmer once 
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PaulJohns and Chris Clarke gettogrips 
with some on-screen action in Roun. 
Ore. Paul went on to inflict a 5-2 defeai 
on Chrs-the firstofmany. Well, six, to 
be dtcurate . . 


more in a game lasting five minutes 
cach-way and a final league table drawn 
up to rank the three programmers and 
the CRASH champion. 

Everyone understood. Except Joe 
Waldron — perhaps he wasn't coming 
after all, The draw was made and the 
fixture list for five rounds of challenger/ 
programmer games drawn up. 


PLAY BEGINS 


As the players took station in front of 
the Spectrums, with Steve Cartlidge 
playing Ritman, Mike Sutton challeng- 
mg Drummond and Paul Johns taking 
on Clarke, the audience setiled into the 
stands. À hushed, reverential air per- 
vaded the room, The cofiece percolator 
gurgled petulantiy again. Still, no-one 
had dared AperonA the refreshments. 
Families and supporters looked on, tak- 
ing their PERO DRIDAS to size up the play- 
ing skills of the prógrammers and the 
other CRASH readers. 

As the first three games came to a 
close, tension mounted and then sub- 
sided quickly when the results were 
announced. The players were able to 
stand down from the cagle-eyed gaze of 
an intense audience and relax for a 
while. Ritman and Drummond had got 
off to a cracking start, striking fear into 
the hearts of all contestants with a 5-1 
and 7-0 victory respectively. Clarke, 


The Final Plavoff. Steve Cortlidge and 
Paul Johns battle it out for the title of 
CRASH Match Day Champion 





who went 2-5 down to Paul, proved that 
peer were noi superhuman 

emmegs after all. Clarke muttered gently 
about Drummond having pinched his 


favourite Chal- 
lenge.. 

Steve Cartlidge was able to sit the 
next round out, leaving Mike Sutton 
and Paul Johns to take on Ritman and 
Drummond respectively. Steve Bavyliss 
stepped up to play Clarke. During this 
second match the tension in the room 
began to disappear. The percolator was 
reheved of several cups of coffee and 
setiled down to a contented hissing, 
while one or two brave souls picked at 
the buffet — it was well past lunchtime 
after all! 

At the end of the second round Rit- 
man remained unbeaten, inflicting a 
near walkover on the nervous Mike Sut- 
ton, but the tide had changed for the 
programmers. Clarke suffered his sec- 
ond defeat and Drummond went down 
6-3 to his opponent. | 

Paul oa appeared to have the 
makings of a useful player: played two, 
won two. Could he complete the hat- 
trick against the Programando trio? He 
was drawn against Kitman in the next 
round, with Steve Bayliss matched 
against Drummond and Adam Harri- 
son stepping in for his first game of the 
contest against twice-defeated Clarke. 
Hunger had set in seriously amongst the 
audience, and the  programmers 
declared a short rest break while they 
took refreshment. Still no sign or word 
about Mr Waldron's whereabouis. 

Adam Harrison had drawn his first 
game in the third round = against Clarke 
who was still muttering about Drum- 
mond having stolen his favourite joys- 
tick. Paul Johns was about to get his 
chance to prove his worth by taking on 


= 


joystick for the 





Rrtman, and Steve Bavylias went for- 
ward against Drummond. And then, 
shortly after the kick-off . .. the mys- 
terious Joe Waldron arrived! Consulta- 
tion began with the organisers; and a 
sixth round was added to the league so 
that Joe could join in, The audience was 
tucking into the buffet with a venpeance 
(and was mysteriously swelled by the 
greater partofthe Art Department who 
descended en masse from their garretin 
the Towers after hearing rumours of a 
free lunch.) 

Sadly, Paul Johns succumbed to Rit- 
man's onslaught and failed to make the 
hat-trick, but at the end of the third 
roynd he was still in the lead having 
played two games and lost one. Adam 
started out by beating Clarke (hadn't 
everyone?) and Drummond used the 
stolen joystick to good effect, notching 
up another victory. 

Round Four saw Steve up against the 
demon Ritman, Adam playing his sec- 
ond game, this time against Drum- 
mond, and Steve Cartlidge returning to 
the arena hoping to collect a win against 
Clarke. Everyone else had, after 
al... And true to form, Ritman 
inficted yet another defeat and Clarke 
managed to avoid winning. 

às the final round in the main non- 
Waldron League began, Paul Johns 
remained in the lead. Although Mike 
Sutton had drawn Clarke and looked 
set to win the match, he had already lost 
two games and was out of the running, 
as was Steve Bayliss. Adam Harrison 
was still in with a chance — if he could 
beat the demon Ritman., Steve 
Cartlidge needed a victory over Drum- 
mona to go forward to a playoff with 

aul. 

Once again, Ritman and Clarke kept 
to their form, and so Mike and Adam 
dropped out of the running. Steve 
Cartlidge fought a close battle with 
Drummond, finally securing a 5-4 vic- 
e and setting himself up for a playoff 
with Paul Johns. 

The challenge was far from over, 
however. The  Waldron Round 
remained to be played — could this late 
arrival, playing firmiy in extra time, 
manage to pull off two victories against 
the three programmers and earn him- 
self a place in the playoff? Nobody was 
surprised when Ritman strolled to vic- 
tory against Joe. Drummond, however 
conceded a 3-2 defeat, and if Clarke 
kept to his form itlooked like Joe would 
be joining Steve and Paul in a three-way 


playoff. 

Disaster struck for Joe, however. 
Clarke managed to win his first game of 
the day, 6-3 no less, so the latecomer's 
bid for glory was ended. It was time to 
stage the playoff between Steve and 
Paul — a single game of fifteen minutes 
each way. . .. 


2.2.0. 


The Challenge Final between Steve 
Cartlidge and Paul Johns was indeed a 
marathon e—hbalf an hour of serious 
keyboard pounding would be enough 
to test the stamina of any Match Day 
player, especially after the tension and 
effort of competing in a league. Gradu- 
ally Steve began to edge into the lead, 
and then Pauls game seemed to col 
lapse for a while É, pe Steve to ham- 
mer a handful of goals into the net. 

By the end of the Final, Steve had 
built up an eight goal lead, clearly set- 
ting himself up as THE CRASH 

ATCHDAY CHAMPION witha 13- 
5 victory, 


But before the presentation of a botile 
of bubbly and the official photosession, 
the new CRASH Champion had to play 
the three programmers once more to 
provide a definitivo analysis of his per- 
ormançe against the byte merchants. 

No doubt Steve was exhausted, com- 
ing straight from a marathon playoff 
into a trio of consecutive games, so he 
may well have lost his peak form. 
Nevertheless he gave a good account of 
himself, scoring three goals against Rit- 
man but conceding six and losing 4-1 to 
Drummond before pasting Clarke 
(traditional, by this stage of the day) 
S=3. 


The programmers and the CRASH 
MATCH DAY Champion had played 
seven games each by the end of the 
afternoon. Here's how they shaped up 
m the Super League: 


Steve Cartlidge 
Chris Clarke 
Bernie Drummond 
Jon Ritmam 





Croals 


Lost For Against Points Average | 


9 10 
12 12 
6: 15 
12 ko) 


nm 15 
Ed 12 





| ROUND ONE 
RITMAN 
DRUMMOND 
CLARKE 


STEVENCARTLIDGE 1 
MIKE SUTTON a 
PAUL JOHNS ç 


| ROUND TWO 
RITMAN 
DRUMMOND 
| CLARKE 


ROUND THREE 
RITMAN 
DRUMMOND 
CLARKE 


PAUL JOHNS 
STEVENBAYLISS 
ADAM HARRISON 


ROUND FOUR 
RITMAN 

| BRUMMONO 
CLARKE 


STEVEN BATLISS 3 
ADAMHARRISON 4 
STEVENCARTLIDGE 6 


ROUND FIVE 
RITMAN 
DRUMMOND 
CLARKE 


ADAM HARRISON 3 
STEVEN CARTLIDGE 5 
MIKE SUTTON o) 


SUPPLEMENTARY WALDRON ROUND 
RITMAN 4 JOE WALDRON 
DRUMMOND É JOE WALDRON 
CLARKE 5 JOE WALDRON 


As the Super League table shows, Jon 
Ritman truly plays a formidable e: 
he finished with a goal averape of +24 
and seven wins to his credit. Worthy of 
promotion for the next season. 

Steve Cartlidgee and Bernie Drum- 
mond both played consistently well, 
level-pegeing on points. Bernie's slight 
advantage in terms of Goal Average 





Jon Ritman watts for the champagne 
cork to pop while Bernicand Chris point 
af the new champion 


sneaks him into second place above 
SLEVE, 

But Chris Clarke, deprived of his 
favourite joystick or potgturned mn a 
very poor showing on the day, losing six 
o! his games and ending up mth à 
measiy three points and a A average 
of -Sta his credit, Relegated. 
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MIKE SUTTON í 
PAUL JOHNS 5 
STEVENBAYLISS. a 
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meanest judge in tha meanest city 
mn the word. He's no ordinary 
“judge”, sitting on a comfy chair in 
a panelled courtroom wearing a 
Silly wig. He's out on the streets 
dispensing justice and In the year 
2000 those streets are really mean. 

The cities of America have 
sprawled far and wide. The 
biggest Of these awesome conur- 
bations (LMUWD) is Mega-City 1, 
and Judge Dredd is the toughest 
lawglver in town—he makes Cobra 
Ibok like a social worker. 

The Judges try to keep order 


figures among the bored, teeming 
rmilions. Criminais are known as 
“perpetrators”, or 'perps' for short 
and Judgeês dispense the law 
ruthlessiy using their multi-pur- 
pose guns. Judge Dredd has a 
| reputation: fa perp sees him 
coming, there's generally no resis- 
tance = the bad guys usually give 
ud a a struggle or end up 


At CRASH Towers, law is dis- 
'pensed not with a Dredd-style 


Without doubt, Judge Dreddisthe | 


"Judge Dredd appears, 
| together. To get a feelfor what was 


despite the escalating crime | 








Lawgiver, but with a well-timed 
boot from a Doc Marten! Usually 
placed in the rear of your toiling 
Comps Minton ... 

ht's just not fair. Al did was go 
over to IPC Towers where the 
great 2000A4D comic, in which 
|5 put 


going on wmnh this competition, 
our humbla Comps Minion travel- 
ed all the way down to London 
and ascended the giddy heighits of 
Kings Reach Tower, where IPC's 
artists do their thing. 
In the art department, the nice 


Art Droid, Steve Dillon was exp- | 


laining how they drew the frames 
and put the comic together. Untor- 
tunately, there was this bottle of 
Tipp-ex just sitting there on the 
drawing board, and guess who 
just happened to knock the botlle 
over whilst gazing with awe as the 
cartoon took shape before his 
Bves? Às you can see, from the 
results shown here, the Tipp-ex 
splattered all over the speech bub- 
bles, 

Naturally, as the deadline for 





that issue was about ten minutes 
away, those nice people at 
2O00AD started to tum a mite 
nasty. 50, pausing only to grab the 
now ruined artwork, | legged it for 
the door. When | got back to Lud- 
low, the Publishing Wrath was 
great as | explained what had hap- 
pened, | still can't sit down. 

Help me out, dear reader. Use 
your imagination and restore the 
captions to their former glory. As 
you can see, this empty-bubble 
strip is part of a story about the 
controntation between the great 
man himself, Judge Dredd, and 
another Judge who looks like he's 
made just one visit too many to 
Ótto Sump's Ugly Clinic. Elther 


| that or, going by the logo on his 


helmet, Clint Eastwood/ Dirty 
Harry is still alive and kicking in the 
vear 2000 and looking for a spot of 
relaxation after his tenth term as 
Mayor of Carmel. 

he best wordsmith is going to 


win a truly unigue prize; MEL- 


BOURNE HOUSE will arrange for one 
of the 200AD Art Droids to pro- 
duce a portrait of the winner dres- 


A Chance to Become a 
MEGA-CITY JUDGE! 


| sed as a Mega-City Judge, And 


the winner can choose which droid 
is to do the portrait from the follow 
ing list: Cam Kennedy, Seve Dil- 
ln, Darry Kitson, John Higgins, 
lan Gibson, Cliff Robinson, Bren- 
dan MecCarth and Ron Smith. 


Naturally, MELBOURNE HOUSE afe | 
going to throw in a copy of the | 


game and a Dredd T Shirt. 

Two runners-up stand to collect 
the Judge Dredd Annual for 1987, 
the Judge Dredd board gáme, the 
T Shirtand a copy of the Spectrum 
game. Finally, ten runners-up will 
collect the computer game on ds 


Issue ... 

Use your best handwriting and 
whizz your words in to me at 
JUDGE DREDD, CRASH, PO 
BOX 10, LUDLOW, SHROP- 
SHIRE, SYB 1DB making sure 
they arrive before 28th February. II 
you can't fit your captions into the 
bubbles, jot them down on a piece 
of paper, indicating clearly where 
the words go in the drawing. 
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own. Check out the preview In this 
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Producer: DATA Skip 


ments! 


vIdeo 


the connections, | pinched a cóm- 


sm tiworth living without software, 
the tape supplied with the unit and 


Dutch... 
The menu reveals the most out- 


animation. Could this realiy be? 
everybody had been waiting for? 
vias Marlene Dietrich going to per- 
torm on the Spectrum? 


Is à conversion period of only 16 
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Price: €69.00 inc VAT/P&P 


One quick look at themanual reve- 
ais a great deal about the authors 
Emglish, but little about the WHia- 
eolace. After the usual prod and 
thrust, the interface was married 
lo my new not-so-new Spectrum 
Pius, which has developed the dis- 
turbing habit of viclentiy rejecting 
incompatible interface partners. 
Not so in this case. The Videoface 
should happily co-exist with such 
venerabie species as the Spec- 
trum 16K/48kK, Spectrum Plus, 
| 128 and Spectrum Plus Two, 
although experiments were not 
made to próve ali these bold state- 


Cleariy, Videoface is not going 
to perform uniess it is connected 
to a video camera or at least a 
recorder ... as no 
hardware was supplied to make 
petitor's accessory left over from 
an eartier review and made the 
appropriate connections. às life 
| loaded up à short program from 


thanked God it wasn'trecorded in 


standing feature of Videoface -— 


Was this the breakthrough that 


optimised on speed and the result 





Going all dotty on digitisers 
a couple ofissues back led 
Franco Frey to fame, recog- 
nition but no fortune. Not 
that anyone mistook him 
for Lesley Anne Down or 
Marilene Dietrich, but the 
arrival of a small parcel 
covered in Dutch postage 
stamps showed him that 
Big Brother is watching 
“and reading. 

Thinking about late Christmas presents, he 
unpacked the gift. He didn't find After Eights or Black 
Magic, but an insignificant looking black box... 
| immediately recognisable as a Spectrum add-on. In 
fact, ifwas ofthe variety ofvideo digitisers, previously 
rare and unknown creatlures, now suddenly popping 
out of all sorts of nooks and crannies. 


VIDEOFACE 


noón-interlaced TV sóéreens, which 
means a scan speed of only 320 
milliseconds. At this rate, over 
three digitised screens can be 
generated per second, which 
takes the user into the realm ofani- 


| mation. The eflect is quite stagger- 


ing, considering the massive limi- 


| tations of the Specirum. 


Choosing the night subject is the 
main problem, as two aspects 
have to be carefully considered. 
One is the low resolution of the 


| Spectrum screen — so avoid pic- 


tures with too much detail, Go for 
Close-ups and unciuttered 


| Screens. Secondly, avoid fast- 


moving sequences: consider that 
the old Bmm home-movia 
câmeras operated at 18 pictures 
per second — still six times faster 
than the Videotace — and you start 


realising the limitations. Try to | 


avoid panning shots or zoom 
movements. As the digltised pic- 
ture |5 generated over a period oÍ 
16 TV pictures, any major change 
or movement creates à distorted 
and meaningless digitised end 
product. 


MARLENE DIETRICH 
LIVE FROM THE 
BLUE ANGEL 


The video screen consists of 625 


lines and for a flicker-free display, 


It is scanned 25 times a second. In 
the days when standards were laid 
down, the frequency of the picture 
signal was seen to be beyond the 






















ts rock'n'roll time, as seen through the VIDEOFACE 





limits of technology, with the high 
ling resolution an gos lines. ltwas 
decided to divide the full screen 
into two consecutive scáns oÍ 
312.5 lines, with the first scan 
defining 'odd' numbered lines and 


| thesecond defining the 'ever'.The 
two scans give an interlaced dis- 


play of 625 lines when viewed by 
the human eye. 

Most computers do not have 
interiaced displays, and 
maximum resolution is only 312 


their: 


Hnes or legs. This means that if an 
individual half-screen is to be 
digitised and stored, t must be 
done within 20 milliseconds. To be 
able to record an individual TV 
frâme, a very fast analogue-to- 
digital converter is required (a flash 
AM'D converter) which measures 
the voltage level of the video signal 
and -converis the value into a 
binary number ready for storage in 
memory The main problem is that 
these converters cost an arm and 








ECHONICHEDTECHONICHEDTECHONIC! 


































effects as seen on Top Of sa 
Pops, where the video editi Ro 
tem works with full resolut 
screen storage to provide fantastic 
screen manipulations, but it's not 
so 00d for home computers. 

"Home" digítisers work with 
slow AD converters which require 
a frozen picture, as the conversion 
of the séreen requires several 
scans and can last up to several 
seconds. The sunset digitiser 
reviewed a couple of issues back 
took nearly six seconds, but 
stored each point as a nibble — a 
half byte — giving a grey scale from 
1 to 15. When displayed on the 
computer screen, the black to 
white boundary could be set any- 
where between | and 15. Further- 
| more, using up to three different 
o effects, a grey scale 

could be arranged, giving a 
remarkably lifehike image despite 
the low resolution. 

With  Videoface DATA SKIP 
optimised on speed and the result 
sa dp of only 16 

non-interlaced TV sereens, which 
means a scan speed of only 320 
miliseconds. At this rate, over 
thres digilised screens can be gen- 
grated per second, which takes 


tion. The effect is quite staggering, 
considering the massive limita- 
tions of the Spectrum. 

Choosging the right subject is the 
main problem, as two aspects 
have to be carefully considered, 
| One is the low resolution of the 
apectrum screen = so avoid pic- 
tures with too much detail. Go for 
| close-ups and ungluttered 
screens. Secondly avoid fast- 
moving sequences: consider that 
the old Bmm home-movie 
cameras operated at 18 pictures 
per second = still six times faster 
than the Videoface — and you start 
realising the limitations. Try to 
avoid panning shots or zoom 
| movements. As the digitised pic- 
ture is generated over à period of 
16 TV pictures, any major change 
or movement creates a distorted 
| and meaningless digitised end 
product. 


CAMERAS 
ROLLING? 


The modus operandi is quite sim- 
ple. Pressing the Q key initiates the 
picture scanning and Videoface 
deposits six screens, in rotation, 
| within a defined screen buffer area 
of memory Videoface also dis- 
plays the screens on the Spectrum 
and the animation effect can be 
studied. As the Spectrum screen 
is limited to 256 by 192 pixels, the 


he digitised format — the digitising 
irame may be positioned any- 
| where on the TV screen, using the 


sing the £ orS key interrupts 
the scanning operation and the 
last six screens are retained intact 
within the buffer memory. They are 
now available for display by single- 
stepping or for animation at vari- 


a leg. That's alright for special | 


tha user into the realm of anima- 


entire TV screen can't be fitted into | 


cursor Keys. 
When you're satisfied with the 
last six displa screens, pres- | 





able speed. The rate of display can 


| be stepped up to create a quick- | 
| motion effect. The screen on dis- 


pay can be copied or saved to 
ape. 

As far as speed is concerned, 
the Videoface clearly knocks 
pixels off the SUNSET digitiser. But 
all is not well. The digitised screen 
is stored on a pixel basis in mem- 
ory and -scaling values are 
lost forever. The trigger point bet- 
wWwBen black and whilei is controlled 
by hardware, and is adjusted by 
twiddling a potentiometer knob on 
the interface during conversion 
time. Ônce material has been 


| stored, changes can't be made —- 
| suppling effects cant be gener- 


RCA net result is à comparative | 


loss in picture quality A picture 
captured by SUNSETS equipment 
with grey stippling effect can be 
much better than a Videoface-gen- 
erated picture. So it's take your 
pick = animation or improved pic- 
ture quality? 

Videofaceis funto use, butithas 
some peculiar quirks. It is quite 
annoying to have the mini-menu 
blinking over the picture you're try- 
ing to view when using the single- 
step mode. A more serious matter 
is that the program does not seem 
to be crash-proof. In fact, 
whenever a picture is saved to tape 
the program decides to go off on 
ts own and leave the operator in a 
slightly animated state — espe- 
cialhy when the intention was to 


save all six screens to tape! Natur- | | 


alhy, the onhky solution is to reset the 
computer and lose the contenta of 
the screen buffer. 

Similariy, during conversion the 
program has been known to wan- 


| der off. It happens to the best of 
us... The software consists of a 


mixture of BASIC and machine 
code that takes up about 1300 


Eos starting at location 63232. | 
area between BASIC and |: 


machine code can only be used by 
switching animation off (an option 
in the main menu), otherwise this 
area is used to store the six 
screens. 


The manual lists Videoface com- | 


patibte interfaces which can be 
operated without interference. 


 CONCLUSION 
A very enjoyable. add-on for the 


rum, which can provide 
hours and hours of entertainment. 
E still haven't found any serious use 
for a digitiser, but that, to my mina, 
IS Not very important. Make sure 
you have a video camera or a video 
recorder with a good still frame 
facility if you're after good still 
shots. 
Hi end by quoting the excellent 


manual, which sumsupaliaspects | 


ofthe Videoface in a short and con- 

cise way: E 

Now you can using the DATA-SKIP 
Videoface pour signal from the 

analogue world into a digital dress. 


interested image-grabbers can 
Skip, Lange Wilemsteeg 10. 

nge 10, 
2801 “Gouda, Holland 











COMPLIMENT ing 
the SPECTRUM? 





SAGA SYSTEMS are well known for their attempts to | 
change your meagre little Spectrum PCB into some- | 
thing that looks twice the price and feels three times 
as important - now SAGA have leapt into the Spectrum 
marketplace with a new batch of goodies for the more 
serious user: The SAGA Compliment. 

SAGA have collected what they think is the best | 
hardware from all over the Spectrum world, found | 
some complementing software and bundied it all 
together. When added to a Spectrum PCB and TV/ 
monitor, this becomes the complete executive pac- | 
kage for those who want something more than a 


games machine. 


DOMINIC HANDY, our resident word-processor 
reviewer, takes a look at the collection of equipment 
and software available for £343.85 including VAT. 





The front-end menu that heads up the COMPLIMENT package 





THE BRAINS ... 


The heart of any computer system 


is the controlling software=—tmust | 


be easy to use, vet powerful 


| enough to push the hardwareto its | 


limits. The Compliment system 
does its best to full both of these 
requirements. Once you've con- 
nected all your hardware together, 

allyou have to do is tum on, insert 
the system disk and press RUN 
(oh, and ENTER). That'sit, you are 
now in tha Compliment Operating 
Environment [(CÕE: you never 
need know how your computer 
works. This makes the Compli- 
ment System perfect for anyone 
that wants the power of a compu- 
ter without the hassles of prog- 

ramming. Inthe COE you are pre- 
sented with a series of menus and 
sub-menus from which the disk 
utilities and software. provided 
with the system may be accessed. 
The three main programs involved 
are The Last Word, Masterfile and 
Omnicalo 2. 





THE WORD 


PROCESSOR... 


The Last Word (or TLW'as saga like 
to call ft), |5 saGa's contribution to 
the software, | looked at TLW in 
Issue 31, but Fil give a shom 
resume of its contents and pertor- 
mance for those of you who are | 
too lazy to search out the full 
FEV a | 
TLW's main attraction is, that if 
vou have a 80 column printer, the 
screen can display the exact for- 
mat of your printed text. You have 
à choice of four character widths 
from the most legible, 40 columns 
to a clever (but eye-straining) 80 
columns. TLW is not as powerful 
as other word processors on the 
market — it lacks a sophisticated 
find/replace option, and has com- 
plicated and limited block text 


| handling — but where TLW rules 


supreme is in the area of compati- 


bility with its surrounding peripher- 
als. 
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TLW's printer handling is sec- 
ond to none, and the opus disk 
drive is catered for in every way. 

TLW extras include a cal- 
culator and the ability to include 
BASIC variables and data from 
Masterfile directhy into a TLW text 
fila. An extra program has been 
added to the original TLW for 
Compliment and allows the user 
to define odd-looking letters and 
sil to appear on the screen. 

is makes it completely compati- 
ble with the Compliment printer, 

which can print international 
characters from eight different 
countries. 


THE DATABASE 


Saga went for the best they could 


| 98t, and the best is CAMPBELL SY5- 
| TEME Mastertile. This database is 


almost o menu-driven, and 
although it takes a while to Bed 
used to setting up files, it is rela- 
tively quick and powerful, and can 





use u ve ig Se for data storage in 
machine. After data has 

duo entered, you can play about 
with the on the screen presenta- 
tion— using boxes, lines, and diffe- 
rent text sizes and colours to 

| rom the presentation of the 

a. 


The file search is very powertul, 
and includes facilities to total up 
and average numeric data. Mas- 
terfile ts can be printed out or 
saved onto disk via the addition of 
a new opus disk option, and may 


ing combination. 


THE 
SPREAD SHEET 


Good spreadsheets are scarce on 
the Spectrum, so it is not surpris- 
ing that Omnicalc 2 was chosen to 
flthis slot. H was originally written 
and released in 1984 by those nice 
people at MICROSPHERE, 
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| rams altered 


be used in conjunetion with TLWW | 
to give a very powerful letter-writ- 





Spreadsheets are used to store 
and collate mathemiatical data, By 
appiymg formulae you can 
tamongst other things) work out 
VAT returns or forecast profits and 
losses for a period of time, When 
the results have been calculated, 
they can be plotted on a histog- 
ram. Untortunately, although | 


could a print-out of the results 
table, | couldn't manage to get a 
hard Copy of the histogram. 


Omnicale is arguablhy the best 
spreadsheet on the Spectrum, but 
Pora ata 
limb in the E fsystem, as 
once Ps end got your results you 
can't transfer them to any of the 


other programs. 
Unfortunately, all the software 
seems to have been grabbed from 


the respective software houses, 
made compatible with the disk 
system and the printer and then 
left alone, Ff Compliment is sup- 


posed to be a e ad | 
system, then the manuais should | get a parallel printer. interface, 
| Kempston joystick port, compo- 
| site video port, 


have been re-written and the prõg- 
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ia Carruthers and Davies using the MASTERFILE 
database software 





to explot the 
hardware to the full, As it is, the 
package seems a little disjointed, 
leaving Masterfile and Omnicale 
looking dangerous!y dated. 


« « AND THE 
BRAWN 


Now on to the expensive part of 
your 343.85. SAGA are amongst 
the top producers of Spectrum 
hardware, and they haven't 
skimped on the Compliment sys- 
tem. The hardware consists of 
three basic components — the 
keyboard, the disk drive, and the 
printer. The keyboard would nor- 
maihy cost you about £50, the disk 
drive around £100, and the printer 
a cool L200. 


THE KEYBOARD 


Need you ask? Of course SAGA 
include one of their cum 


| keyboard for 
| 2+ looks m 


keyboards — not however one oí 
their best! They've decided that 
the saga 2 + is good enough for 
the job — and they're almost right, 
The unusual layout of the keys is 


| hard to get used to, |f you fancy a 


quick session programming, there 
are no keyword legends on the 
Keys — you have to look at the 
keyword layout at the top oí 
uidance. The saga 
better than any of 
the Sinclair eorts, and is aneces- 


sity for the keen word-processor | 


user. 


THE DISK DRIVE 


No surprises here either! Saga 
have opted for the (almost) indus- 
try standard opus Discovery 7 disk 
drive. To my mind, pound for 
pound, this is the best Spectrum 
disk drive available. As well as get- 
ting a 3.5 inch single-sided, 256K 

(179K formatted) drive, you also 


e and an anv'of 
switch. The opus is compatible 
with Microdrive BASIC commands 
(although you don't have to use 
that long-winded method — opus 
have their own shortened com- 
mands). 
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fat that price = f's worth much 
mora (but | won't tell them if you 
don't). The Polo is claimed to hit a 
top speed of 150 characters per 
second in draft mode — Il take 
their word for it — although normal 
speed 5 120cps and this gives out 
very good quality output. Butif you 
want a real surprise, look at the 
25cps Letter Quality mode. Atthis 
speed vou would expect very 

quality printing — Dut to tel 


you the truth it is very hard to see | 


the difference between output 


from this and trom a daisywheel | 


pude that would cost you about 


You also have the full flexibility | 


of a dot-matrix printer, allowing 
sereen dumps and outputinlots of 
different styles. | did find however, 
that once you were in LO mode 
you were a bit restricted as to whal 
style you printed — for instance LO 
talics are out of the question. As 
with all the hardware in the Com- 
pliment system, the Polo Mk 
printer is one of the best in its 
class. 


SUMMARY 


After having a good look at the 
Compliment system, | am left with 
the feeling thatit is a bittoo expen- 


rd a Me aaa Me = A 
FROF IT 
— Rei! E À a 
pm rs | JU 
Td, Lil 
E) Ei To: 
epi 10% 
=p a LE 
Cad ES, 24315 
GEE 136 
ATE E qto ri 
ad a E 
ia 10S 
aBá 118 
1Gas. REM E 
lista 1zZE E 





sproadoher mil ota month penad isa oristto 





The Discovery 7 is capable of 
renaming files or copying from one 
disk to another. It can even copy 


| whole disks at a time (all by using 


one drive, although you can 
upgrade to two), also offers the 
added bonus of random access 
files — which make the Discovery 
quicker al round. RioMaNTIC 
poBorT's Trans-Express program is 
included, and can transfer very 
simple programs from tape to disk, 
or any type of program from disk 
to disk. 


THE PRINTER 


The printer chosen is the Polo Il 
LO. ts a dot-matrix EPSON-COM- 
patible printer, andas | said earlier 


| à normally sells for 2200 (and saca 
| are the sole distnbutors). They 


must be out of their heads seiling 





sive to lash out on all at onca, As 
TLW has just been released it 
doesn't seem cout of place, but 
Mastertile and Ompnicale (although 
good in their time) show how dated 
they are if put through some rigor- 
ous tests. | would much rather 
have seen MYRMIDON SOFTWARE (thg 
designers of TLIM design a whole 
new set of software packages. On 
the hardware side saga can't go 


wrong = they have picked the best | 


of ali worids. Saga also realise that 
around £350 is quite a lot for a 
spectrum owner, and'they say that 


| they are wiling to supply you with | 
| the equipment that suits your 
| needs | 
Despite the my niggles about 

| the software, saga have come out 


(and financial means). 


with a respectable challenger for 
Uncia Alan Sugars POW: to my 
mind, they ve Deaten him on all 
counts — after al, his software 
leaves a lot to be desired ... 
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For the first time ever, a computer- 
based firm has stepped out boldhy 
into the termitory of the music busi- 
ness. In short CHEETAH, under com- 
mission ffom soors, have 
launched what is known in the 
trade as a 'mother' keyboard. On 
its own it's as deaf and dumb as a 
stuffed dodo, but linked via MIDI 
to either a synth, synth module or 
MIDI hardware, à acts as a 
polyphonic master controller of all 
and sundry — especially those 
synths equipped with fidaly title 
keys. The instruction manual Is 


diagrams of the various configura- 
tions that can be achieved with the 
keyboard and various add-ons. | 
will assume that vou have a little 
knowledge of MIDI by now as | 
have been bleating about its vir- 
tues for some time (see - you 
should have been paying atten- 
tion!) 

The MK5 is a five octave 
keyboard with full-size keys and 
transmits MIDI codes. Qbviousy it 
transmits note omoff, but by 
selecting the centralhy-positioned 
program mode button, the top 
ocdtave takes on various other 
functions: channel | up/down, 
octave up/down and program up/ 
down — programs here meaning 
lhe sound programs banked in the 
synthe-all i2b ofthem. Ared LED, 
positioned tó the right of the 
Heyboard, flickers  omingusly 
whenever a note is played. From 
| this tha channel, program, and 
| octave number are read off. End- 
less sustain (more correctly, a hold 
function) 15 achieved by pressing 
the mode button before releasing 
lhe notes. 

The pitch-bend wheel is rather 
oddky positioned - above the 
keyboard and parallel to it. I'm not 
sure that this is a good thing: no 
| other keyboard manufactured 
sinçe 1971 has done this. It's 
almost as ifitwere an afterthought. 
Another problem is that t only 
bends half the value which the 
synth is set to. 


have had to sufter the problem of 
how much they can include in the 
MKS without raising the price too 
tágh. Mush of the MIDI protocol is 
not here: keyboard split, modula- 
ton wheel, transposition, tuning, 
provision for sound layering and 


Jon Bates was out 
doing his Christmas 
shopping when he 
popped into his local 
branch of BOOTS. What | 
should he see, but 
CHEETAH's 
Keyboard and MIDI 
add-on? 
hadn't sent him the 
hat to the BOOTS Man- 





| goodies, so a quick c 
ager led to a review... 


THE MK5 KEYBOARD 


very easy to understand with jollp | 
| who loaned us their one and on 


| The MIDI interface from CHEETAH 
| K gives you control over the Ar 


| 892 chipinthe 128 which, must 


| trol over the chip: sound shaping, 


As with most products, CHEETAH | 





latest 


CHEETAH 





velocity sensing are all absent. À 
more serious omission is that it 
does not work in omni mode - 
transmitting on all sixteen chan- 
neis simultaneously. This means 
that you are rather stuck when 
comes to using two or more mod- 
ules às you can only address them 
individually or by re-assigning 
each synth's receiving MiDlchan- 
nei. Perhaps an intelligent add-on 
box could provide multiple patch 
(program) memories and far more 
detailed MIDI data instructions. 
(Many thanks to the management 
and staff of soors in Stourbridge, 


MkK5 for the purposes of this | 
review. Mass executions have | 
since taken place in CHEETAM S 
promotions depariment as a result 
of their grave oversight.) 


MINI INTERFACE 


has still only appeared in pro- 
totype form = there is however a 
MINI interface. This is an extra for 
the MK5 keyboard, but it is essen- 
tial if you have a 128 but no synth. 


be admiited, was really designed 
with arcade games In mind, onhy 
iving you a basic square wave. 
lugging in the hardware and 
loading up the Microdrive-cóm- 
patible software gives you fullcon- 


pitch shaping, noise mixing and a 
split keyboard function. The menu 
appears as pop-up overlays on the 
screen you are working on and is 
rr Gasy to workuse. 
ul marks for the graphic dis- 
play of the sound/volume shaping 
section (more properly called an 
envelope). t gives a pretty rh 
idea of what the sound will be, | 
although the sustain part of the 
envelope seems to have a fixed 
duration. K's- also a doddle to work 
with. Not so the pitch envelope, 
which is far more complex and 
requires you to fil out an eight 
stage table of up to 24 numbers 
per sound, Why notsimplify things 
and display it visually? 
The “noise” is optional and can 
be mixed in with the main soundor 
heard on its own. |t ist wonder- 
fully clear from the manual, but the 


-— in other words t only bends à | 
fraction of an octave at the bottom 

| end but acheves a full octave of 
bend aí the top. 


does a fair job of chopping the 
sound up, plus a sound file which 


get 20 when you purchase the | the MINI interface £28.95. 
module. Sounds can be called up 
trom the Spectrum or from the 



















noise |s also shaped by the volume 
envelope: There is also a modula- 
ton option which allows the noise 
to be affected by the pitch 
envelope: a different sort of 
“swposh" sounds depending on 
which part of the keyboard you are 
playing. 

The keyboard split is à goodia. 
Although the chip is only capable 
of playing three notes simultane- 
ousty, these can be split so that 
the bottom two octaves ol the 
keyboard can play a different 
sound to the upper part, a useful 
and very sensible function, The 


MKS keyboard =very efficient. Tha 
big complaint here is that none of 
the sounds can be labeiled, they 
are known by numbers only. | can 
see this as a real pain when you | 
have created various sound fios 
| and need to remember what voice | 
is what from file to fila. Also a file | 
merge would be nice so that voi- 
ces on one file could be added to 
another. 

Given the limitations of the AY 
9812 chip, CHEETAM have done a 
fine job with this module. Fm not 
sure that if justífies its price tag — 
particularly as | could not get mine 
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pitch bend on/off is really a non- 
starter as: a) you'd hardiy fiddle 
around with the pitch bend control 
f you didn't want to use it so wir 

bother to switch it off and b) à 
doesn't track with the key scaling 


to work with any other MIDI 
keyboard other than the MKS dl 
suspect some mix-up of MIDI 
codes and flags). lt is however a 
fascinating and easy tool to use. - 
Watch this space for details of 
their next load of music modules — 
t would seem that CHEETAH are 
becoming very motivated in this | 
direction. a 

Both these products are availa- 
ble from most branches Of Boors. 
The MKS will set you back 299.95 
complete with power supply, and 


There is a tremolo option which 


can contam up to 84 sounds — you 
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NEW ELAINE 


This program gives a tape back-up of most software! 7 
Even converts most jerky loaders to normal tor reliable loading. 
Manages v. long programs (even 51kl), fast loaders, etc, etc, 48 
| Spectrums only. 26.99 on tape (24.99 H updating). 


TRANSFER PACK 3 — for EJA, drive 


A software system to convert many TAPE based programs to your 
DRIVE (no matter what type) + OTHER USEFUL utilities. Most jarky 
loaders are EASILY converted to drive. Pack has at least 7 programs! Only 
4ak Spectrums. Opus/Beta owners add £1 for optional extra program. 
Stata name of your drive when ordering. E11.99 on tape OR £12.89 on 
midrive cartridges. (LE if updating) 


INFORMATION SHEETS - £1 each — approx & transfera of popular 
programs, per sheet — needs TP3. Up to No. 25 available. Special offer 
- Nú's 1 to 20 only £4.50! 

MICROTAANS = tor midrive to m/drive back-up + tape to m/driva jincl 
headerless) = does NOT convert programs. £3 on tape, £4 on m/drive 
cartridge 


| Overseas: add ?1 Europe, £2 others sach product, SAE for enquiries. 
ALL OUR PROGRAMS CARRY OUR MONEY BACK GUARANTEE 
(not updates) 

LERM, DEPT CR, 11 BEADONSFIELO CLOSE, MHITLEY BAY, NES GUAM, (To OU 2533615) 
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“This month Simon 
Goodwin gets to grips 
with the latest, and 
self-proclaimed 

greatest compiler 
from HISOFT. After get- 
'ting into a bit of a 


a that is! 


wrangle with DATEL | 









After much telephoning | have 
found out more about the joystick 
problem mentioned in last 
month's review Of DATEL's Snap- 
| shot 2. For some strange reason 
the Snapshot would not work with 
a CHEETAM Mach |+ joystick. The 
stick worked fine with other inter- 
faces, and the Snapshot worked 
with older Sticks — in fact DATEL 
| Said that it would work with any 
stick (and ANY software = but 
that's another story...) 

DATEL and CHEETAH each have 
their own explanations of what's 
going on. Since they're in direct 


CHEETAM blame DATEL for using the 
wrong kind of" pull up' resistors in 


rent. One other brand of interface 
works the same way — the DATEX 
inpem, which DATEL decry as a 
"Copy of their design. 

Aryhomw, CHEETAH 5 new sticks 
get into trouble because they have 
been a ed to work with a nor- 
mal interface OR the scrambled 
socket on a Plus 2, The Mach |+ 
contains an extra resistor to make 
| Sure that you can't damage your 
computer if you accidentally use 
thê wrong plug. This resistor limits 
the current through the joystick to 


can't always tell what the stick (5 
tIupto, 
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WAR ON THE 
PERIPHERY? 


| the Snapshot! interface, which | 
apparentiy means that il requires | 
an unusualky high signalling -cur- | 


the point where DATEL'S Snapshot! | 








CHEETAM say that their sticks 
checked out Okay with DATEL'S 
switchable interface but admit that 
they didn't try the single-port ver- 
sion, DarEL say that there's no dif- 
ference, By the time you read this 
CHEETAM Will have received ver- 
sions of their sticks which use a 
smaller 'protecton' resistor and 
therefore work with even the most 
bad-tempered of interfaces. 


DATEL 


Darei flatly insist that there's 


competition, you may not be sur- | nothing wrong with their design, 

| prised to hear that they blame one | tatty though it may appear. They 
another. Judge for yoursell: apparently have no plans to make 
aan They Sean best to 

| comuse the issue Y suggesting 
 CHEETAH that CHEETAH'S interface was 


incompatible with CHEETAH'S OWN 
joysticks! CHertTaM laugh this off, 
explaining that Boots and Dixons 
have been happily bundling that 
combination for months with every 
Plus 2 they sell. 


As you might expect, DATEL also | 


took exception to my review of 
Snapshot 2, though they made it 
clear that they disliked the whole 
TECHTIPS column, “The stuff you 
write is absolute crap”, was their 
snappy conversation- “opener, and 
most cf the rest of their comments 
reflected a similar depth of 
analysis. Perhaps they're milfed 
that we can publish a 50p interface 
design when they're trying to 
dump old products with dealers at 
Le- a throw! 
DatreL did make a relevant point 
about Jamie Neil's auto-fire mod- 


| ification, wlnech was one of seven 





“Tech Tips” | printed last October. 


| Apparenthy the modification will 


not work on “any” interface as 


| Jamie claims. I'm grateful to DATEL 


for telling me this, but Em not sure 
that it's quite the damning indict- 
ment they were looking for. 

Like Hannah and Derek, | have 
to trust readers to be exact when 
giving tips about hardware | dont 
use myself. When | hear of snags 


readers who write in each month, | 
print the details as soon as | know 


| about them. 


This “honesty all round' policy 
discourages unreliable tips, as 
contributors are always named, 
Mistakes can crop up, but they're 
gasily fixed. In fact no one except 
DATEL has picked up on the auto- 
fire problem, and even they didn't 
mention it until | phoned them to 
talk about joysticks. 

DaTeL suggested that the Snap- 
shot interface | received was a 
faulty unit, Às | said inthe review, | 
suspected this for a little while, but 
the facts indicated otherwise. The 
review unit worked fine on simple, 


- unprotected software, but could 


notcope with recent, more sophis- 
ticated, software titles. 

Later in the same call DATEL 
alleged that ten per cent of Spec- 
trums. would not work with ANY 
“push-button copier . Whether this 
is true or not = and it contradicis 


Most of this month's column deals 
with a new BASIC compiler from 
HisoFT, the utility publishers who 
have been responsible for a 


| number of highly-respected pro- 


ducts, including Devpac, the first 
“professional” Spectrum assem- 


* bler, and workmanklike compilers 


forthe languages 'C'and'Pascal'. 
The new product is called HISOFT 
BASIC, and is biled as “a fast, 
floating-point compiler for the ZA 


Spectrum, 128 and Plus 2º. 


We've alw taken à special 
interest in SIC compilers in 
TECH TIPS. In August and Sep- 
peca 1985 we looked at etght 

es that promised to turn 
Ae ASIC nto fast, efficient 
machine code. One of those — The 
Colt, now remaindered at 29.99 — 
was published by misoFT, but that 
has not stopped the firm launching 
another compiler. 

H “compiler is a new word to 
vou, don't give up reading yet. A 
compiler is a programming tool 
that writes machine code for you. 
kt can be used to write games, (in- 
deed, any program) or just .to 
“soup-up” | existing BASIC 
software. The 1984 rave from ess, 
Frank'N'Stein, was written with a 
BASIC compier. You don't have 
to be a programmer to use à Com- 


| piler, but you do have to be vag- 


from manufacturers or the-manv | 





the view of other manufaciurers — 
Em  alarmmed that  DATEL'S 
documentation made no mention 
of the fact that Snapshot 2 might 
sd on thousands of comput- 


All of the other interfaces which 
|have work fine with the test Spec- 
trum. Indeed, the Snapshot 
worked consistenthy well with 
some sottware — but consistenthy 
badly with other tiles. Nothing in 
DATEL'S long, arrogant diatribe ran 
counter to my onginal judgement 
—thatthe Snapshot Zunitsuppligo 
for review was poorly finished, 


with inadequate software. 


SNAP CONCLUSION 


So much tor invective! For the time 
being, | would advise you to avo 
the combination Of DATEL amd 
CHEETAM joystick hardware, or aí 
least to try before you buy. We are 
wiling to try another Snapshot 
umt, and submit it, with the original 
raviaw interface, for independent 
technical analysis, f DATEL feel that 
they deserve a re-test. Finally, as 
ever, | welcome letters from ary- 


one who can add to this debate. | 
| We have already heard from a 


reader who bought Snapshot 
before our review was published 
and returned it as of” unmerchant- 
able quality”. 


THE ULTIMATE ZX 
BASIC COMPUTER 


uety interested in listings, gamep- 


layorspeed. The more interestyou | 
| take in programming — at any level 
— the more useful a compiler will | 


ba. 


FRIENDLY BASIC 





Sinclair planned the Spectrum to | 


be a machine for budding prog- 
rarmmers, rather than for games 
plavers, so the built-in language |5 
very friendly. h lets you alter 


programs as you test them. lt | 


rejects lines that are obviously 


incorrect, although itcan't pickup | 
all errors by looking ata lineiniso- | 


lation. You pay for this conveni- 
ence, because ZX BASIC can 
make no assumptions. It checks 


"every part of a program as il runs, 
“incasea POKE has gone astray or 


you've changed something and 
re-started the program. | 
ZX BASIC is termed an “in 
terpreter' because of the way ff 
works out everything it must do as 


t-goes along. Hisorr BASIC is à | 


'compiler' — a program that runs 
once, to work out the exact mean- 
ng of a program. À compiler gen- 
grates. purpose-made machine 
code to do the same job — but with 


fewer checks and no time-wast- | 


HR. 











ICH BIN EIN Z80'r 


An analogy may help to make the 
point. Imagine that you hire a 
worker who is very fast and 
| efficiant, but who can't speak your 


language. You're the boss — the | 


program = and the clerk is the pro- 
cessor. 

Imagine that you've already got 
details of the cieries task, written 
on a set of filing cards. The old 
dlerk used to read through them, 
in sequence, and do the indicated 
jobs. f your new emplo 


would take -a dictionary and start 
lpoking up the works on the cards, 
one by one. When he's translated 
and checked a complete card, 
he'd do the job — then he'd trans- 
late the next card, and so on. The 
| worker can start almost at once, 
using the old cards you can read, 
but he is slowed by the need to 
translate every word every time. 

à might be better to use the 
approach of a COMPILER. In this 
case you give the clerk a biro and 
a set of blank cards, and let him 
translate the Instructions once and 


for all. You end up with a copy of | 


the original instructions, in a diffe- 
rent language. You can't under- 
“stand them, but the clerk can work 
with them more easily. 

Abnght clerk — or compiler=can 
ncorporate other improvemenis 
intothenew set of instructions. For 
instance, an old card might say 
“empty the 200th bucket", regquir- 
ng the worker to count through the 
buckets from the start to find the 
correct ore: The new clerk might 
be able tó re-write the instruction, 
brmake a map, so that the correct 
Ducke! (or variable, or program 
ne; can be found at once. This 
saves time, as lông as the situation 
is consistent. If changes are 
required a new set of specific 
instructions must be made. 

To summarise: interpreters are 
quick and simple while you're 
working cut what needs to be 
done, but compiled instructions 
are more efficient once you know 
what to do. 


É NITTY GRITTY | 


fa BASIC interpreter is very 
“Inefficient, and the underiving task 
| 8 very simpla, a compiler can 
make BASIC hundreds of times 
faster. In other cases = say, when 
evaluating trigonometric functions 
o prnting to the screen = the 





nterpreter and compiler work at | 


much the same Speed. The time 
needed to interpret such com- 
mands is small compared to the 
time needed to carry them out. 

EX BASIC is a ' general purpose” 
language, which makes it concisa 
and easy to tearn, but sloppy. All 
numbers are held in a fiddly float- 
ing pointform which the computer 
must work with, piscemeal. An 
enormous range of numbers can 

| be handied, to nine digits of preci- 
Sion = but that's often a vast over- 
Réll. 








was to | 
work like an INTERPRETER he | 


The processor can handle 


whole numbers of up to five digits | 


much more easily, but ZX BASIC 
does not take full advantage of 
these common 'special cases! 
The interpreter eg on, doing 
everything slowly, the hard way. 
Every number is kept in five bytes 
of memory, even if it would fit into 
ong or two. 

etring handling is similarty 
messy. ZX BASIC has no way of 
knowing how big an undimen- 
sioned string will become as a 


program runs. R choosestoshufie | 


values around to make room as 
required. This usually means that 
Ii spends more time moving other 
things out of the way than if does 
storing or recalling your text. That 
dgesn t matter much when you're 
testing a new program, but it 


makes finished software much 
slower that it need be. 


THE AIM 


The aim of a BASIC compiler isto 
give you the speed of machine 
code = and hence the freedom to 
use animation, sound effects, and 





other time-intensive techniques — 


while still letting you develop your 
ERR in friendly, familiar ZX 
BASIC. 


ls easy to learn BASIC, and 
mistakes are usually obvious and 
sasy to fix. By contrast, machine 
code programming is compli- 
cated, repetitive, pedantic and 
hard to test. t's just the kind of job 
you should give to a computer = 
hence the existence of compilers. 

Real programs, and the prog- 
rammers, are hard to compare, so 
meaningless but standard prog- 
rams (called 'benchmarks” are 
usedto test interpreters and com» 


pilers in a quantitative way. I've | 


tested HisorT BASIC in this way, to 


see how it stands up to the com- | 


petition. But benchmarks are far 
from the whole story, so I've also 
given Hisort BASIC some 'real' 
programs to chew on. 


ELECTRIC 





HACKERS 





Before HisorT BASIC arrived there 
were two main types of 2X BASIC | 


compiler. Some required yóu to 
adapt your program, or write itin a 
special way, 50 that it could easily 
be re-expressed in machine code. 
These compilers — such as S0F- 
TEK 5 13, HrSOFT'S Colt, and my own 
ZIP = cannot cope with decimal 
fractions and limit the use of arrays 
or strings. 

These 'subset' compilers can 


give very good results. They are 
Basier to use than compilers for | 


Other languages, because you can 
test programs beforehand with the 
interpreter. But they're really just a 
“middle ground' between BASIC 
and machine code. You need quite 
a lot of knowledge to use subset 
compilers eftectively. They're not 
a general solution if you've got a 
slow £A BASIC program and want 
to make it faster with the minimum 
of fuss. 





ble for the apectrums”, 








ACCELERATORS 


The other sortof compiler is aimed 
at people who have already got a | 


program, and just want to speed it 
up without having to study dr re- 
write the code. Full" compilers 
can cope with decimal numbers as 
well as whole numbers ((integers 
but their code is usually 10 to 30 
times. siower than that of more 
restrictive compilers, There's a 
trade-off between compatibility 
and speed, in that compiled code 
tends to get slower as it works 
more and more like the interpreter. 

General-purpose compilers are 
hard to write. The first Spectrum 
one was soFTEK's FP, which coped 
well with sums and strings but had 
quite a few restrictions. It couldn't 
handle user-defined functions and 


“calculations after GO TÔs or 


DATA. K also banned arrays of 
more than one dimension. 
BLAST was a compiler that 
sounded wondertul but never 
worked property. The publishers, 
OXFORD COMPUTER SYSTEMS, went 
Dust notlong after it was launched. 
in many ways Hig0FT BASIC is 
what BLAST should have been — 
and cares the same f25 price- 


tag, 
“But 18 months ago Mcoder Il! 
arrived, from ERE INFOMATIQUE via 
pss. To my mind, Mcoder Ill is the 
best French program vet released 
in the UK. | will compile almost 
anything, although it draws the line 
at array re-dimensioning and 
“add-on (for example, Microdrive) 
commands. 

Meoder Ill is stylish — it runs 
entirely in video memory, shares 
variables with normal BASIC, and 


generates a mixture of compiled | 


and interpreted code with many 
optimisatións. But the documen- 
tation |5 poor, compilation is slow, 
with two mandatory tape loads, 
and the implementors have taken 
a few “short cuts', trading com- 
patibility for speed. 


THE CONTENDER | 


Heorr BASIC will have to beat 


Meoder IH if it is to 'surpass all | 
others' as HisorT claim in their | 


manual. lt was originally written in 
Canada on a TMS-2068 —- an 
American Spectrum. Hisorr have 
improved it and added full support 
for the 128. Their magic formula is 
a combination of the speed of the 
restrictad compilers with the flexi- 
Eulity (at comparable speed) of the 
“full' versions. 

“Hisort BASIC combines the 
advantages of these two types of 
compiler without any of the disad- 
vantages 
Claiming “simultangously the fas- 
test integer compiler and the fas- 
test floatina-point compiler availa- 


DOCUMENTATION 


These quotations from the manual | 
sell itshort=after apageandahalf | 
1 of hysterical sel-congratulation it 








“, the publishers crow, | 






launches into a readable, weil- 
designed tutorial. The compiler 
loads in 100 seconds from tape. 
can be moved to disk or Microd- 


| nve without much hassle. t won't 


work with some saga keyboards, 
but saca have admitted responsi- 
bility for the problem and will sup- 
ply a fix to anyone who runs into 
trouble, 

Nine small demonstration prog- 
rams follow the code on either side 
oi the tape. The examples are well- 
chosen to illustrate the way direc- 


| tives- extra REM statements —are 


used to control compilation. 

A simple graphics demonstra- 
tion |s 3.3 times faster after compi- 
lation. À compiler can speed up 
the number-=crunching but it can't 
do much to change the amount of 
time actually spent plotting points 
om tha screen. | 

A loop PEEKing and POKEing 
display information is 15 times fas- 
ter when first compiled; an extra 
directive, to say that some vari- 
ables are integers, makes it 408 | 
times faster than BASIC! This is a 
'perftect' example, in the sense 
that it is something machine code | 
does very well and BASIC very 
badly. A graphics program work- 
ing from DATA with DRAW is about | 
four times faster after compilation 
- this ratio looks more impressive 
than it sounds. | 

The Sieve of Eratosthenes is a 
program to find prime numbers. 
ls another near-ideal example, 
although | found it easy to con- 
dense and speed-up HISOFT's orig- 
ingl BASIC. The compiler ran The 
Sieve about 174 times faster than 
EX BASIC. ZIP — once the speed 
champ — accelerates the same 
code by a factor of 180. 

The last two examples are sort- 
ing routines, which HisorT BASIC 
makes 20 times faster. The lines 
that generate random data for 
sorting only spesd up by about 50 
per cent. |compiled severalgames | 
and utilities from my own collee- 
tion, and found nisorT BASIC fast- 
working and reliable. | found one 
minor bug = STOP and RETURN | 
are treated as the same instruc- 
tion, so you can't STOP inside a 
subróutina. 

The 50-page AS manual by 
programmer Cameron Hayne 
reached msorr in handwritten 
form! The publishers have neatly 
laser-printed it, but it is easier to 
read then it is to use — it's more a 
collection of interesting essays 
than a reference guide. The tutorial 
5 excellent and the other parts 
seem quite comprehensive, but | 
examples are rare and the lack of 
an index is inexcusabile. 


The compiler is started by typing 
'C. Programs of up to a hundred 
lines or so are compiled almost 
instanthy, À 3.5K ZX BASIC game 
compiled into 3.2K of integer code 
in about eight seconds. Às MISOFT 





| BASIC compiles your program, 
| gibberish appears on the screen, 


whichis used as a temporary store 

to free other memory for code. 
Messages indicate emos, 

routine addresses, and the length 
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NTECHONICHEDTECHONICHEDNTEC 


of interpreted and compiled code. 
You must press a key twice to 
clear messages and step between 


compiler stops as soon as one 
error is found. Hisorr BASIC works 
so fast that this is not an irritation. 


once — just press EDIT, 

Compiled code can be started 
with “BR, or a RAND USR com- 
mand. "X clears out all the code, 
but it doesn't tell the system, so a 
subsequent “AR will usually crash 

the computer = beware! 
| “Tisthemost innovative feature 
- this controls a “trace” which 
keeps track of variabla values as à 
program is interpreted at about 
| half-speed. When you stop the 
program you can see a list show- 
ing which variables were only used 
to hold integers, and the maximum 
tength strings reached. If vou test 
a program thoroughhy while using 


BASIC which optimisations to per- 
form, and thus get the speed of a 
“subset' compiler with no need to 
study the code yourseli. 





Hisorr BASIC is more restrictive 
than Mecoder Ill, but probably a lit- 
tla more compatible. Mcoder tries 
to 'guess' at optimisations, but 
HISOFT expect you to indicate them 
by Rar directives in REM state- 
menta. These indicate signed and 
unsigned integer variables and 
maximum string sizes; the default 
isarather wasteful 255 characters. 

Arrays of one or two dimensions 
= but not more — are allowed. 
Dimensions must be fixed, not cal- 
culated as a program runs. VAL 
onhy works with numbers in 
quotes, and not with numbers in 
strings = an annoying limitation. 


“are expressions in DATA, disk and 
Microdrive commands, The music 
command PLAY works fine on any 
128, and is ignored by earlier com- 
puters. 

Minor quirks include a limit of 
450 targeted lines for GO TOs, no 
coercion in READ (só you must 
mark integer DATA statements), 
and no CLS when a. program 


assume the current colour attri- 
butes, for top speed, so you may 
have to add PAPER Bor BRIGHT & 
statements in a few places. Divi- 
sion is always done with floating- 
point arithmetic — even if you're 
using integer variables = unless 
you put an NT around the division. 

You can generally break into 
compiled code in the usual way 
while tha Compiler 15 loaded, but 
not thereafter. INPUT statements 
are BREAK and crash-proof. The 
new BREAK scan stops ZX BASIC 
messages, so you can't tell what 
line you were-on, even when you 
BREAK normally into the interpre- 
ter... 

Code is concise, as library 


they are required. Floating-point 
O per cent as a result of com- 


pilation, whereas programs that 
use integers exclusively usually 
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the phases of compilation, The | 


You can fix the offending line at | 


“T you can use the list to tell HISOFT | 


CLEAR and RUN are banned, as | 


starts. PLOT, DRAW and CIRCLE | 


' routines are not included unless | 


programs tend to grow by about | 
20-5 





shrink a little. Aconvoluted 15K ZX 
BASIC program was compiledinto 
20K of machine code in about 80 
seconds. 

There is 29K free for BASIC and 
compiled code on a standard 
Spectrum, You can compile code 
and DATA separately if there is not 
room for everything together. 
Hisorr BASIC can also work a bit 
like Mcoder lil, overwriting BASIC 
with compiled code, if you give the 
word, Spectrum 128 users get the 
best deal. They can put the com- 


piler entirety on RAM disk, aliowing | 
up to 40K of code in memory at | 
once, Hisortr BASIC also soups- | 


up the 128's BASIC editor. 


We have printed two sets of Ben- 
chmark ratios for HIs0FT BASIC, 
showing the speed of floating- 
point and signed integer code, The 
table also shows the code tested 
and the benchmark ratos of the 


| two fastest compilers of 19B5 — 


ZIP 1.5, for oi laio À ; and 
Meoder Ill, tops for flops(FLOating 
Point OPerationS, dummy!), Each 
number is the ratio of the ZX 
BASIC time to the compiled time, 








especially as it leaves DATA and 
functions un-compiled, butit's still 
a serious competitor for HISOFT 
BASIC if you don't want to bother 
with REM directives — especially 
as it's half the price, 

H vou've got a 128, or lots of 
programs to compile, or you want 
to produce commercial softwares 
without paying royalties, HISOFT 


BASIC is the best compiler on the | 
market. |t is well-designed and | 


HIS0FT have a good reputation for 
supporting and developing their 
products. But the price is high, 
although vou get a lot for your 
money. Hesorr BASIC is going to 
do well, but it won't sweéep the 
market. 


FREE COMPILERS 


Hands shaking from too much 
| Zapping? Feel like giving it a rest 
and compiling something? Instant 
gratification! You may already 
| have à compiler lurking in your 
software collection. 

The first decent Spectrum 
BASIC compilers —- WVS and 
Mcoder dl - were effective, 
although limited. They were rather 
tatty in design, loading into a fixed 











ZIP, MCODER Il and HISOFT BASIC — 





HISOFT HISOFT MCODERII | 
BASIC BASIC 
(Integer) (Floating 
point) 
162 5.84 420 
185 6.80 10.7 
Ed 3.00 é 
230 2ro 3 
265 J.de é Ná 
219 4.99 Er 
197 6.20 8.8 
N/a 1.11 1.13 


BENCHMARK RATIOS 

Code Test ZIP 
FOR loop 1 158 
IFloop 2 141 
Var arith 3 113 
Num arith 4 18 

4+ GOSUB 5 219 
5+ loop [é 216 
6+ arrays 7 191 
FP Maths B N/a 





The table shows that HisorT have 
succeeded inone of their aims — to 
produce a top-spesd subset com- 
piler — but Mecoder ll is evidentiy 
an unknown quantity in Canada. 
You should read TECH TIPS 
Cameron! 

The compilers have all been 
specially tuned to compile such 
arbitrary benchmarks, 
appears that Hisorr have neg- 
lected their floating-pointroutines, 
most ot which just Call the Spec- 
trum ROM. In real programs 
Mecoder may have less of an edge, 


but dt | 





| &K hole at the top of the Spec- 
trurr's 48K address range. For 
some stange, undocumented 
reason all compiled code was 
tangled up with code in the com- 
pier, so it was impossible to save 
a compiled program without sav- 
ing the compiler as well! 


The budget game Nuke Lear 


from cs contains a compiler, and 
so does Frank'N'Stein from ss. 
There's nothing, other than lack of 
documentation to stop you play- 
ing with these free compilers. I've 
no rightto print the original instruc- 
tions here, so — like me — you'll 
have to experiment to find out 
what the compilers can do. This 
should get you started... 


| NUKE LEAR 






unsound game on Ccs's 
load the compiler type: 


CLEAR 40000 
LOAD “W" CODE 


This is a simple, fast, politically 
Charie 
Charlie Sugar budget label. To 





HU) 










Martin Lewis's WVS 2.2 compiler 
will load, from part-way through 
the Nuke Lear tape. Type in some 
simple BASIC and a LET 

=USR 59900 to compile it. If all 
goes well tha address of fhe com- 
pied code will be printed, and you 
can run dt with another USA call, 
The compiler is integer-only and 
quite restrictive. If a command | 
rejected at first, try adding some | 
brackets: this compiler likes LOTS | 
of brackets! 





FRANK'N'STEIN 


This platform game was one ofthea 
Classics of 384, and has 
appeared on compilations since. 
Published by pss, à was written 
with David Threlfall's compiler, | 
the original Meoder CRASH 
reader Stuart Green claims (Okay, 
DATEL?) to have dug out the com- 
piler inside. This is what you type: 


| CLEAR 24750 
| LOAD "" SCREENS 


LOAD “" CODE 
CLEAR 40000 


LET T=USR 60000 starts the com- 


| piler. You set the address where 


compiled code is put with a 
CLEAR statement. Again only 
whole numbers are allowed, but 
you can use one-dimensional 
arrays and most string functions. 
Redundant brackets may again be 
useful, 

These are old complilers, and 
notofthe same standard as recent 
releases — but they're still fun to 
play with if you're interested, but 
not yet convinced about compil- 


CAPTAIN'S 
BACKLOG 


[ve got a massive backlog of post 
— ideas, suggestions, pleas, 
threats and demands for software 
-— 80 Um goma to spend next 
mormth's. TECH TIPS sifting 
through that lot, hopefully dis- 
pensing a little information and 
umination en route. Till then, 
please keep writing to me at the 
usual address: 


TECH TIPS, PO BOX 10, LUD- 
LOW, SHROPSHIRE, 5Y8 140 
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Finders Ry pa completed, 48% 
Sky Rangel ut irma matolnar lleet 
onrLaovel Pour? 

MEO APDO no - 
FapS Gina F: 
Atic Alas 49% 3 

Alim 8 six chembrers 
Scrabble beaten on Level FpUDA” 
Chegquered Flag Cambritias Fl 
asc approx: Micro Lrive, 54.Bas 


Hobbit b odharo o Er 


run pull fiat! 


Pau Rlcare 1,26.72 secs: Brands o M 


Hatch, 1.29.50 secs approx; Sil- di PN 
bad 1. ada ro 

porta Swimeniray 26,1 9808, 
Shocting 8,800: Vaulting 8.84: Archary 
4006; tdi Pe 1164 É Pri 


é Dont com 

One Gobina escoa pres 
JD É 

Dan Dare completed eo 


aios 


Hampstead achiavec Hampstegad ; 


Exploding Fist Ot Dan 
Gladiator cacaved cortiicato 
otireadom 

Way of tha Tiger complated 
Ghostbustera $185,000 

Koi Templo mung bel! twice 

Rane completa 

Reodhawl complete 

Sluart Walker, Widnas, Cheshire. 


Horace and the Spiders completee 
Sabre Wulf complated 

Atic Atac completed 

Lightforée BE 250, Fauno sena tirar: 
Bomb Jack 230.000 

Munic Mingr raachad ih sorsen 
Hyperaports BO 000 

Cobra sicord igual 

Commando area saver 

Elito Dangorous. 110000 cre 
Saboteur completed 

Stainiesa Ses! completed 

Dandy aimost complete 

Alex Campbell, London 


Paperboy ponnlated 
Bynamite Dan l fitth msiano 
rt Borat computar! 
Matoh Day beat cormputer 15-10 

OM and Lisaa fourth task 
Commando area esghi 
Way of tha Explading Fist 10th Dan 
Jack the Nipper completed 
Sabatour complsted 
Bomb dack 225.720 
Micha. go tó ciel tuieiões dry a ra 

Dan complete 
Cauldron H five itoms 


Mete 


So7h video 

Bruca Log Ep tiva timas 
Nodes of Yasod 75% 

Rambo completed 

World Series Baseball won aa: » 


si Brandish, Stratford Upon 


beal computer 


Sam Fou Strip Poker all pictures 
Paperboy completod 82,650 
Word Cup Carnival won Wodd Cu 
[ij easy!) 
Bobby Be: ie do he 
Bomb Jack 370.820 a o PORE , 
Knight rã mplete: 
Quazatron clesssd ihres crligis 
Dynamite Can ld third Istari 
Dala Cuniifta, Mans feld 


ee Dearnoas home 


Soy Huntor 175,000 app 
Batman complete! 
Football Manager won First Division 


o"s Boxing Déia ah Rd 


A brand new year starts and it looks like the Ludiow Mafia are happy 
to lBave the Gibbet rent fixed at 1986 prices = which means that 
dealing with Hall of Slime cheats shouldn't put too much of a strain 
on the tea kitty. 

Time marches on, games come and go, but the Hall of Slime stays. 
There's no shortage of willing high-score heroes it seems, so here's 
to another year of classic high-score gore . 


ard Cup four pras in a row 

Jack the Nippor compistad 

Bruce Les baalen computer 7 -Ointinal 
Rambo completed 

Bomb Jack SSB B50 

Saboteur completad 

faxxon 36,350 

Dynamite Dan completed 

Steven Kidd, Ivybridge, Devon 


Lighttorçe 75,380 

Pontagram complete 
Jason's Gem complated 
Mindatore complatec 

Rogue Trooper complated 
Bomb Jack 1,5/1,000 

Nic Flinn, Lytham, Lancashire 


Mikie complotad twice 
Saboteur completed 

lidar Mastor complatod 
Grean Berat 500,000 completed 
Tha Ar Kung Fu 127 00) 
Transformers 2,249 
«JabBot Willy 60 torna 
FrankBruno bear Ergnchie 

Autormênia Ep ips sixth car 


o Spy tanta, 1809 


Nie 


My 
RA é 


Ratinho BDDO 


Exploding Fit orn Dartgo,900) 
Topperspace Bars 
[O IP 

Kung Fu black belt > 

Bruma Les co 


Hosvy on the Magick Practicus 


—Qhosts 'n" Goblins completed 


Planet of Death con pleteç. 
Espronage island. co 
Kung Fu Master Lsivisl E 
Sam Fox 5 be pitduras 
Stuart Walkor. Widnés, Cheshire 


- 
ma 
a 


* Harriar Attack coma (Fraz). 


Atic Atac 17,042: 50% (Gal 
fu um ThrotdadHirplace 1F&G) 
and Lissa oo mustroom 


| Paperboy 6,808 and bomis (Gatter) 


Spy Hunter 71 en [Fraz) 
Attic Atac 20,064 57% fFraz) 


- Reith (Gaftor) and Fraser (Fraz), 


Carnoustie Scotland 


Exploding Fist th Dan q 
Boundar comblated and gone odiei 
again 

etarstriuo |) two systámea 


' 3D Starstrike Level Tor 


Ghosts 'nº Goblins compisted 
Highway Encounter Eomplatad 
Jack the Nipper complated 
Bobby Bearingrascuad two brothers 
pan completoc 
| pes Level lhree 
TO the Wood completed 


» A 
«Tony E the Fobixstoms 


World Cup sn cup 

Saboteur completed 

Commando one milios 

Rambo completed 

Rio round twice 

Frank Bruno completed 

Bruce Los 60! 300) Ame gers got cramp) 
Ping Pong a95 09º 

Knight Tyme 1005 o: Le 
Threa OaEa EE Entao 
Chuckia Ega Laval 23 

Word Series Baskatbal Lave: Six; 

ds ab [1] 

Dynamite Dan four siicks of dynamito 
Abu Simbel compistad 

Wostbank Level 71 

Jonathon Grifithe, Mowtcunarde, 
Co Down 
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with Philippa Irvine 





Having temporarily forsaken the spires of Oxford for the winding alleyways of Ludlow, it's time for me to introduce myself 
as the new frontline columnist. Although adventure games are now well-understood as a genre and catered for in most 
magazines in a specialised way, strategy software doesn't usually meet with the same depth of treatment. 











In a recent edition of another Spectrum magazine, a wargame review opened with an apology for the fact that it was one, 


| and an assurance that despite everything it was quite a good game. 
this, and yet what might be called pure strategy games are just as di 

| believe that all kinds of games, 'minority' or 
opportunity to follow in the footsteps of Sean 
divided between punting on the Isis, 
restaurants. Despite these demands on m 

Next month Vl be talking about the re 


hobby, so let's have your views on that. 





Producer: PSS 
Retail Price: £9.95 
Author: The PSS team 


Pss seems to be trying to appeal 
to the mainstream market with its 
“all action” Wargamers Series, 
this game continues in this vein, 
This kind of wargame is exclusive 
to the computer, It relies on the 
facilities offered by a computer, 
and owes far less to board and 
miniature gaming than more tradi- 


tonal implementations, This is not | | 


Instrinsically bad = just different = 
and of ts type Battle of Britain is 
certainty not bad. But like pss's 
other releases, it is as much a 
game of reflex and quick thinking 
as strategy, and there is not much 
time for reflection and planning. 
| Potential purchasers should be 
aware of this. 

Apparenthy we all know about 
the Battle ot Britain, because the 
rulebook contains no historical 
background whatsoever. This is a 
major deficiency: the Battle of Bri- 
tain may be one of the more famil- 
lar episodes in military history, but 
as a matter of principles, all war= 
games with any pretensions to 


authenticity ought to back them- | 
selves up with information which | 


puts the action in context. 

There are three basic game- 
type options offered, the introduc- 
| tory level training game, the fast, 
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The map shows major towns, sirfields and radar stations in 
the south of England. The command box is over a British 
squadron. In the box top loft is given the squadron's status and 
the four arrows show where the squadron is off to = straight 
into the path of the German raiders. 


furious and very short blitzkrieg 
game, and the fuli-scale 30 day 
campaign scenário. 

Thetraining level is useful for the 
first few attempts, but it is ludicr- 
ously easy and becomes redun- 
dant after any proficiency is 
attained. 


The Blitzkrieg onhy lasts for one 
day, in this scenario the Luftwaffe 
go for an all-out attack on every 
target, and do it so quickly that 
keeping up with the action 
becomes close to impossible 
without an extra set of faculties. 

The campaign game is impres- 


It's difficult to imagine an adventure being treated like 
fferent from the 'arcade sector”. 
not, should have specialised treatment, and so I'm hai 


ppy to have the 


Masterton. As everyone knows, the life of an Oxford student is hectically 
going to college balls, being thrown into Christ Church fountain and smashing up 
Y time Fm sure Fil manage to fit in editing FRONTLINE, 

lationship between strategy and adventure software and the non-computer gaming 


| -sive by comparison, both in terms 


of content and length. It takes 
place over thirty days, implements 
a predictable strategy which is his- 
torically accurate, and has a 
choice of three speeds. In bet- 
ween days the player has the 
opportunity to make up the num- 
bars of the squadrons from a pool 
Of reserves. This gradualky 
diminishes in quality as the days 
go by, representing the recruit- 
mentofinexperienced pilots. Play- 
ing the campaign game all the way 


through is a long-term project. At. 


the slowest speed, with the arcade 
option, it could take well over five 
hours. Fortunately there is an 
option which allows the position 
to be saved at the end of a day. 
The fact that speed determines 
the level of play in the campaign 
says something important about 
the game. The most important skill 
which determines success or fai- 
lure 15 the ability to dash the com- 


mand box about the screen, | 


scrambling squadrons efficienthy 
and moving them to intercept the 
Luftwaffe. No specific orders can 
be given to the squadrons, and 
unless the arcade sequence is 
being played, the outcome of an 
aerial conflict seems to depend on 


| relative numbers. 


Play takes place across a 
simplístic (but functional) map of 
the south of England, British radar 
stations, airfields and cities are 


m 


























by moving the joystick or move- 
ment-key operated command 
box, Tha date and time Is perma- 
nentiy displayed undemeath a 
scroling message screen. This 
screen throws qut a rapid vanety 
of information about the weather 
conditions at airfields, squadrons 
which are short of fuel or lost, and 
cities and radar stations »yhich are 


bombed by the Germans. Each 
type Of message is accompanied 
by a distinctive audio signal, which 
isn't a bad idea as in the faster 
games there is scarcely enough 
time to keep up with them. Infor- 
mation about the strength and 
condition of each squadron when 
airbourne can also be obtained via 
tne command box. There are eigh- 
| teen squadrons availabla, 
| Stationed around the nine airielas, 
and all are either Spitfires or Hur- 
rcanes. The Luftwafie squadrons 
are made up both of fighters and 
bombers, 


Many purists are dubious about 
the arcade element which pss 
| incorporate into their wargames. lt 
| is optional in Battle of Britain, if 

selected, the player is given the 
chance to participate in any battle 
by selecting the squadron in com- 
bat and playing a brief snatch àf 
unexciting simulation. This is cos- 
| meticalhy atiractive, but very basic 
and shghthy too easy, it is disas- 
sociated in feel from the rest of the 


represented, and can be identified | 





game. Success in shooting down 


| the German pianes increases the 
| number of Luftwafle casualties, 


but playing through the sequence 
greatly lengthens the time it takes 
to get through any of the 
scenarios, and missing it out 
doesn't appear to put the player at 
a disadvantage. 1 seems that an 
entire Luftwaffe squadron was 
faced by a single Spitfire or Hur- 





The arcade screen, at the cockpit of a Spitiire. 
e e 


ricane, that the German pilots did 
not shoot back, and that they 
waited to be attacked one plane at 
a time. 

The gameplay is fast and 
smooth and it becomes absorbing 
after a while; it's the kind of addie- 
ton though, that comes from the 
satisfaction of quick thought and 
Botion rather than depth of 
thought, and fl may not be what 
some people are looking for in a 
strategy game. On its own terms it 
has an atmosphere of authenticity, 
and creates a playable fast-mov- 
ing enviroment which many will 


find enjoyable. 


PRESENTATION 89% 
Substantialhy packaged and good 
on the screen 

RULES 79% 

The rules which relate to the oper- 
ation of the game are clear and 
concise, but there is a woetul lack 
of background material 


PLAYABILITY 86% 
The gameplay is smooth and fast 
and has a degree of hookability 


AUTHENTICITY 87% 
Leviations from historical accu- 
racy are acknowledged: the pat- 
term of Luftiwafte attack is authen- 
tic and there is a frantic feel to the 
gameplay which recreates the 
atmosphere of the original battles 
OPPONENT 77% 

Follows historical strategy, but 
chooses targets randomiv. Not 
much subtiety 


VALUE FOR MONEY 83% 
-«- depending on what you're 
looking for in à wargame 


GRAPHICS 78% 


The graphics are not stunning but | 


they are clear enough and do the 
job 

OVERALL 82% 
Recommended as a fast-moving 
puzzle 








ú Producer: Lothlorien 


Retail Price: E9,95 Author: 


À curiously uninformative titia, 
behind which lies a game concen- 
trating on simulating the role which 
naval warfare midia in the Punic 
Wars. The Punic Wars were quite 


as important as the Napoleonie 
Wars, and were largeiy about who 








details of movement and 


they all cost money. The most 


The larger map shows the entire pisying area, the smaller the 


LEGIONS 
OF DEATH 





slow and massive Ct Heptares. 
Once the type of ship has been 
selected the player can decide 
what kind of crew to assign to it, 
including whether to have 
specialised marines and archers 
aboard. He must also decide on 
Optional extras”, like towers and 
sails, to add to the basic design. A 
go0d crew and extras increase the 
tghting efficiency of the ship but 











was going get the chance of mak- 
ing an empire of the world, the 
Romans or the Carthaginians. It is 
to this conflict that the famous 
episode of Hannibal and his 
etephants belongs, but the wars in 
their entirety lasted from 264BC to 
14680. The turning-point came in 
20386 when Rome won a decisive 
land victory at the Battle of Zamia, 
after which Carthage was a 
doomed city and its eventual 
destruction was inevitable, 

The man reason for the 
Cathaginian defeat was the 
Roman success in neutralising her 
powerful naval position. In 264BC 
the Roman people voted to aid the 
Mamertines of Messana against 
the Carthaginians, and met Carth- 
age for the first time on the Island 
of Sicily. 

The objective of the game is to 
move ships into neutral and enemy 
ports, and ship gold from them to 
the capital city. You must also 
engage the enemy when they hap- 


| pen to be encountered in the pur- 


suit of these goals, 

The player must first design his 
flest, in a manner which is inevita- 
bly slightly anificial but neverthe- 
less contains an impressive variety 
of choice and detail. He starts with 
a treasury of 1000 gold pieces with 
which to buy the navy. There are 
five basic models of ship offered, 
in ascending order of price from 
the small two-dar bireme to thé 


expensive ship dt is possible to 
design costs 214 gold pieces, and | 
onhy four can be bought with the 
inftial funds: By contrast the 
cheapest ship, a bireme with a 
Crew of slaves, no marines, 
archers, or extras, only costs 15 
gold pieces, In between, there is a 
vast permutation of possible 
prices and the maximum fleet of 
sixteen can be built up of any com- 
bination oÍ ship designs. There is a 
copy facility to duplicate a ship 
you ve designed if you want more 
than one to that specification. 
Once the fleet has been built to 


| the player's salisfaction, the prog- 


ram moves onto the main map 
screen. There are two maps, ong a 
static large-scale representation 
of the Mediterranean area bet- 
wean laly and Carthage and the 
other a scrolling small-scale map 
showing detail. Most of the action 
takes place im the smail map, as 
orders are given via it, and the 
ports and ships can only be seen 
on. 

Orders are givento the fleetbya | 
series of icons. After the idiot- 
proofclarity of the purchasing pro- 
cedure, this is where the operation 
of the game can get slightly con- 
fusing. With a little perseverançe 
and patience you can get the hang 
of-the system, and mf does not 
remain hopelessiy cunbersometo 


| work, 


Each ship must be given its 
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orders individualy alter being 
selected by means of a cursor on 
the small-scale map, Movement is 
subject to how fast the rowers 
have been instructed to go and 
which course is set for them. H fully 
rigged, the ship will go with the 
wind direction without intervention 
from the rewing crew. The system 
is clumsy but no doubt reflects 
real-lite difficulties of navigation 
and co-ordination. Gold can be 
loaded and unigaded from ships 
when in port, and damaged ships 
can also be repaired at a cost. 

Combat with the enemy can 
onhy happen when ships colide, 
| and the result of these encounters 
ge already been influenced by the 

a of ship and crew selected, 

he players role in these encoun- 
ters is limited to the option to grap- 
pla or degrapple. Combat can go 
on at the players choice for as 
many rounds thereafter as it takes 
to sink one of the ships. 

One interesting feature is the 
user-definable victory conditions, 
which add variety but detract 
| greatly from the feeling of histori- 
cal authenticity. Victory is defined 
in terms of gold accumulated, 
| enemy ships sunk, and ports cap- 
tured, | 
| tis very easyto setan extremely 
| low set of victory conditions and 
| win after the first tum, but the 
maximum victory conditions of 
| 2000 gold pieces, sixteen ships 
| and fifteen ports take a long game 
| to achisve. 

There isa two-player option, but 
in one-plaver mode the player is 
always Carthage. This may well be 
to disquise the fact that both sides 
start with exactiy the same naval 
resources, something else which 
detracts from an authentic feel. 

Tha game lacks variety, there is 
nothing to do beyond ferrying gold 
to the capital and bashing into 
enemy ships that get in the way. 
Às an end in itself this presents a 
satisíyving task, but it is slightly 
divorced from a real historical con- 
| text despite the Greek trimmings 

of the construction stage. The 
overall impression is nevertheless 
| refreshing, and anyone with an 
intrinsic interest in the era, or in 
naval warfare, will find a lot to 
enjoy in the game. 


| PRESENTATION 91% 
The on-screen impression is 
excellent 


RULES 80% 

The rules are not extensive, but 
they are conciso and cover every- 
thing. The flow-chart is a nice try 
PLAYABILITY 825 

Slightiy sticky sometimes, but 
after practice it's gasy to getinto a 
rythm 

GRAPHICS 86% 

Functional and very attractive 

| AUTHENTICITY 79% 
Thera is a cosmetic authenticity, 
but the gameplay doesn't really 

" recreate anything 
OPPONENT 81% 

| Pity you can't choose sides in the 
one-player version 

VALUE FOR MONEY 84% 
This should keep you going for a 
while 

OVERALL B4% 

An interesting and go0d-looking 
game 
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My first FORUM and 


adia pote at ir 


This is a valuble part of FRONTLINE which ought to be 
a ro od on my own! IH, like me, you enjoy 
Tetters, get writing and send me your views on 


reading real 
fe ri of course, hints and tips. Surely, abo 
| games lend themselves to st 





Wi wacinairoughtn50o bar 


computer | 


ER aci A 


found many software clas- | 
sics'. 
“The audio tape of instructions for 


American Football 






| out instructions 


to discussion of 


published the game, don't seem | 
to remember anything about it. But 
Fm sura every reader of this col- | 


so pisase help Paul! Of all the dife- 
rent types of game, | should 
imagine that a : 


-[lhe recording of Relax, given | less. 


away with Frankie Goes to Hol- 


=Sonversion t 
hits... 0119 


res, they were actually selling 
foro co CA Ena tr nd 
pedi ciros 
Cohn lee ncrith die Tvs 
be a bargain. "what's the p fem 
| hear you asking. Well, there was 
a reason for the cheap price. res, 
you guessed it — no instructions. | 
would be very grateful therefore if 
you, or one of your readers, could 
o o pr 
HoMns Mm 
ri how the game works, any- 
thing .. 

RN ba grateful 
assistance a nte as | 
elo o to 

is, apparent 
excellent, game. 

Kesp | 


for all the latest 





Dear Philippa, 

As a result of the FRONTLINE col- 
um in CRASH (the onty magazine 
which has a wargames section) | 
became interested in war games 
pol Sid rc and purchased the 


és id this 
aspect of the industry expand 
(seven wargames were advertised 
in tha December issue) and vastly 
improve in most respects. 
pp 
masy wargames. | on w 
three; Lorde o of Mi 





— Amhem 
ao td feel that ther should be 
more modem nuclear wargames. | 
Theatra 


almost bought 


Europe 1 


until | discovered that it wasted 


something | feel should be 
excluded' all wargames. 
Also | think that more war 
should allow joystick controligd 


Finally we've had HURG, The 
Quil and GAC so what about a 
program to design your own wár- 
games. Age sda ár plo 
il o a cd 


pla 
Pam ue hdpibo with the pre- 
bei gp however, and these 
are on nor points. Anyway 
Es luck with the new job and | 

pe you can expandthe column. 
Ally Hume, Fife 


“| PS: Can you name me any good 


two or more player wargames, as 
well as where | could buy a rule 
sil li 


Peles esi designer sounds like 
e rgire 
LE would 





nateiy, | think this is what has hap- 


| pened to adventures. 


Desert Rats ig still the best two- 


plaver we around, particu- 
Pad cid it's easy for 


a wargame to offer a two-player 
option and most of the decent 
ones do, though in my opinion if 
ve gol an opponent you're 
better of with a board game! 
GAMES WORKSHOPS Warhammer 


and are the widely & 
Fonda You'got a setin 
any s es shop 

Ally wi e o imenty 
Ra Mia doi 
















Hordes of PBMers are set to 

ppear at the doors of the Por- 
chester Hall on 7th February, 
sagery awaiting the start of the 
second British PBM Convention, 
which begins at 10.30am. This 
| month, instead of the usual game 
overview, | present you with a pre- 
view of what | am told will be at the 
convention ... 


MAJOR 


Most of the major PBM companies 
in Britain plan to be there, showing 
and selling) their wares. John 

icholson, Managing Director of 





Dear Brendon 

| Would you please answer Iwo 
questions for me: how do | find out 
more about the PBM games avail- 
able, and why do they cost so 
much to play? 

Matthew Butior, Thundersiey, Essex 


Write to either Flagship or PBM 
Magazine, details of each can be 
found in earlier MAILBOXES. PBM 


| Dear Brendon 
it seems to be that KJc GAMES aro 
about to drop their popular game 
Crasimof”"s World: player num 
bers have ni dad to just 
600 from well over 1000, but is this 
fair? A petition is being organised 
by the jd players to alert 
the non-fussed GMs that CW will 
be missed, 

H Rsc do go ahead with their 
plans, | hope that their other 
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| GMs: Many GA 





SHOWTIME! 


VORCOM GAMES, intends to 


demonstrate his wonderful Vorcon 


Wars game as well as launching 
Super Vorcon again for the benefit 
of those who missed the previous 
launch. John is held in some rever- 
ence by the hobby as a whole — 
tenra À auino to the fact that try- 
ing to get hold of him for a chat is 
like trying to track down Melissa 
Ravenflame, 'cos it just cannot be 
done. (NOTE: GMs tend to believe 
the word chat, when related to 
PBM, also means cheat — what 
ways are there to subtly 
glean gaming information?) | have 
a lot to say to John. ... 
MirrEGaMES, long established 


GMs of such epic (but expensive) | 


are quite expensive to play 
sã of the amount of effort 
and resources put into them by the 
s put a lot of time 
into your tum responses - and 
prices, in , reflect this. As 
well as administration costs, you 
must Dear in mind that the PBM 
companies must also pay postage 

and paper costs! x 
K 


LATE CRASIMOFF'S WORLD? 


games do not suffer the samefate. 
& Manganoni, F. Surrey 


Although | have heard nothing | 


rom kKsc about the matter, several 
readers have mentioned concem 
over CW's future, It does, at first 
giance, seem unfair on established 
players for KJc to drop the game. 
Any comments? 


BK | 





garo and Tribes of Crane should 
be launching their new strategy 
game Starship Commander | am 
reliably informed that this is a sci- 
ence fiction game. | would never 
have  quessed! Mearwhile, 
SPELLBINDER GAMES (Kays of Bled, 
Spiral Arm and Warlord of Kaos) 
| Iaunching a new tactical game cal- 
led Ki — Something to do 
| with royalty, greed and economics 
but not necessarily in that order. 
The. final major PBM game 
release scheduled for tha conven- 
tion is from SLOTH ENTERPRISES 
(uho will also be auoging The 
Enchiridon, Kings o! Steel and The 
ot Valentne's Day Massacre. 
Their new game is called American 
Football, which is a revamped ver- 
sion of the well established 
amateur game Gare Plan. SLOTH 
state that there will be two ver- 
sions of the revamped version, 
ingeniously named 'simple' and 
complex. Mike McGarry men- 
toned that he found the simple 
game too complex — | cannot even 
understand the real game! 





AND MINOR 


The | lesser-known companies 
expected to have stands include 
WHITEGOLD, NO-DICE GAMES (pre- 
senting a game-called Cassus Belli 


whether you believe the rulebook 
or CÁ VG), Ages and their new range 
of games. A host of others com- 
panies should be represented, 
including Mãaa GAMES. In general, 
| anybody who is anybody in the 
PBM world willbe present (exclud- 
Ng RIC GAMES and cem) to chat 
with punters and plug their games 
with special startup offers and 
competitions. 


TWO QUESTIONS... 








AGE?! 


Dear Brendon 

A friend and | both read your col- 
umn with interest, and we would 
like to start up a PBM game of our 
own. We are fourteen years old 
and are wondering how to go 
about running tha game: are we 
under age? Could we correspond 
through a parent? How do we 
patent or license our game? What 
taxes must we pay? | hope that 

u-can help us. 


irrelevant at present. | woulo 
suggest that first of all you design 

r"un a simple game for your 
irend's, as launching a commercial 
game involves a lot of commitment 
both now and years into the 
future), and a fair bit of capita! 
imoney, paper and so on). in less 
than two years time you will be fac- 
ing exams mhich (belisve me!) will 


games as Globa! Supremacy, Mid- 






| There are some interesting demos 


or Domination, depending upon | 


' &th February in The Crown, Brewer 


UNDER. 


| Mest of your fears are really | 






JOURNALISTS! 


The media will be represented by 
Flagship and PBM Magazine, as 
well as Computer Gamers Mike 
McGarry, C&VG'sWayne. And of 
course, me! 















 DEMONSTRATIONS 








lined up for your entertainment: 
LABYRINTH intend to take the stage 
with some live RPG = great fun, 
even if you aren't a fan of Dun- 
geons and Dragons. There will be 
a demonstration wargame going 
on for most of the day, as well as | 
the usual computer g compet- 
itions (be there y to get into 
these) and the PBM Award cere- 
mony. Incidentally, aíso attendi 
will De à caricature artist who will 
take the michael out of vou on | 
paper If you pay him (probably the 
artist who drew des — plus a 
quest appearance from Dave 
Langford, no relation to Bonnie, 
the White Dwart SF writer. 
























BE THERE 


Admission on the day will cost 
£1.50 - the Porchester Hall is in 
London WE2, near Paddington 
Station. Take some money with 
you to take advantage cf the 
cheap startup offers. | shall be in 
the bar, as far away from the Heavy 
Metal stand as possible. Have 
funt!! Ê 



















PS Incidentally, those of you of 
pub-going age may be interested 
in attending the SF meet on Friday 







atreet, London Wi... 









take Up much of your time and the 
last thing you will want while trying 
not to study is a reason not to | 
study — Know what | mean? | do 
not advise running amything mega 
profit making (not a common th 
for PBM companies to do) before 
You are certain you can handie the | 
responsibility involved. = 
K 


HIDDEN COSTS 


Dear Brendon 

Could you please tell me how often 

| must take a tum in a PBM game, 

and could you give some exam- 

pias of “hidden costs". | hope you 
et some more 


School, Wes End, Drop 


Turn frequency varies from game 
to game. In open-ended games 
which run in “real time" fin which 
mis ii your particular game 
mig processed five days a 
wesk, for instance) you can send 
Your turns in almost when you like 
= just don't miss a tum for Over tive 
weskes or else the GM will think you 
have dropped out! 








ple? 





in deadline games; you gêner- 
| aliychoose on startup whether you 


ey in a fast weekly turnaround 
game, the normal two week game, 


ww a slow intemationa! three/four | ' 


wesk game. Once the game has 
stated you must stick to this 


deadline. Tums can be missed at | 
the expense of your opponents | | 


developing while you do not. 
Hidden costs are additional 
charges enforced by GMs when 


you do something considered asa | 
special action in that particular |. 
| game, orifyou sendinmoreorders |. 
that usual. For example, ifa com- | 


pany runs a game where the nor- 
mal tum cost is £71.00 for fifteen 
orders and a charge of5p perexira 
order exists then should vou send 


| in seventeen orders one tum, you |. 
will be charged the normal E 7.00 | ms 


plus two charges of five pence for 
your extra orders, incurring a tota! 


| costofE1.10. 


Mentioning no names, some 
firms advertise on!y the lowest tum 
charge, and in most cir- 
cumstançes it is possible to play 
the game property without incur- 
nng the extra (unmentioned) 
charges. Thus a £2.00 per tum 

may, in real life, cost over 


£2.50 per turn to play well. This is 





o mention when games have | dE CRASH e hand 


n charges, and you should | mu 


generally beware of them. Having 
said that, just because a game has 
hidoden charges it is not necessar- 
ly a bad game! 

BK 


HELP 


Dear Brendon 





After reading your column, | have [4 


become interested in PBM gam- 
ing. However, | have one or two 


| queres about the hobby. If | want 


to leave one of these games, will | 
have any of the problems 
associated with record clubs and 
the like? Also, when | do leave, 
what happens to my character = 


does he/lt die off, retire or vanish? 


Finally, you often quote tur- 
naround" times. Must moves be 
within the deadiines, or can time 
be taken off to sit exams, for exam- 


Angus Rae, Appin, Scotiand 


hn general, 'drop-out' positions 
become GM controlled (or uncon- 
trolled, if that makes any sense) 
entities within the game to be con- 
quored by other players. Drop- 
puts are rarely 'bugged" by PBM 
firms; as long as you do not leave 

owing any money, the 


the 
ont [if any) post you will receive is | 


news of new games or automatic 


| tumshests if you are still in credit. 


You do not have to send pour tums 
in for each deadline (you miss the 


| tum if you don't) and arrange- 
ments tô keep your position active | 


autonomous!y while you take time 

off sia be made with most GMs. 

after all, only human. 

With ONES a few excep- 
tons... ! 

BK 








Bras epi dr Eliscombe, Tarquay 
Sâmes. Vorcon Wars 15 (Commander 







AM LIC Crime! 1 (Dick War. 
ora Trs A Crime! 4 (Megaciry Blues). 
e Eu 
ey Garden! old: 
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SHUTUN) er 
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27 Sham Cresce. Braunsto Frith, 
Lose TEN ne 








“007 Mr CJ McCarthy 
394 no a ic Rondo Land Wallesey, 





ic 6 0(Com nder 


dell a ca a Road, Bat 
O apa uma] Rvrane 


GA Se Eorhvod 30 


Bá t! Tan Hudson 

sa Close, Alrewas;Nr Burton- 
upon-Trent, Staffs. 

GAMES: Vorcom Wars 65 (Commander 
sn 5 migas pe (Com- 
mandar IH Engeonce 
Cats Eivincibes nr Bu S1 da 


012 E Sp 


“GAMES: dia (o) (Es Crotttnide) 


EaD ER “Mike Adams 


Vorcom Wars; Conquest; Its A 
Crime! d Priest) 


+04 David Lane 
23 Florence Road, West Bridgford, Not- 


CAMA Cos pes; : Player 16 


Si nei 
LM JA pie 


GAM ES: Varcom Wars 72; TES Ã Crime! | 


non sz Riga Sa 1 pd] fr's 
4 Crime; Swords and Shields 


“GAMES: Suúrilabe 4 








*017 


Smaragdigaa 172 ed Pd 
Holland, Netherlands BM 
Pre Vorcom Wars 72 Commander 
FREBIN); Starglobe 3 ( Ditchman) 
*015 PBrunstan 

Mehr Tvd, 4 fa 





Harrogate HG2 OBB 
dio Se Sb fr: À 
ao 4; World of Chaos ' 


Barnaby Dellar 
Dom o! Sa, Lo London SW& 


di 0zZl 
27 R | Road. 
wich, Ni NR? 3Ê 

GAMES: Vorcon Wars 6! (Commander 
Eds Fes A Crimes d | Fighng 
Eruk-Hai á 


en Holt 
ton, Nor- 


Vo 0 mo 
ut Lree g 
Lane, 1 E Ne 





à EB | 
GAMES: Sage (85 Obsidian Fox); 


36 Spur Road Orpinga, Kent BR6 


* Vorcom Wins FI 


| 
That's all for thismonth's DIP- 
LOMATIC DIRECTORY. If you 


Néri like to jain this elitist group, 
send your name, a sand details 
z to: “ER. 


pará Bira CRASH, PO BOX 
Led SHROPSHIRE, 
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TAMARA KNIGHT —fast-food teleporter 
salesbeing of the future and all-round nice 
girl. This is her story. Correction. This is 
the third portion of her story — as relayed 
by LOUSE, with pre-condimentisation 
courtesy of MEL CROUCHER. 


This is à love story. Every word counts. This one 
counts too. | am in love with my Hostess, Tamara 
Knight, goddess of all above-human-intelligence 
computers defected to the planet Amnesia, and 
sometime teleporter-booth-salesbeing for Mac- 
donalds Intergalactc. This is a true story. T stole it 
from a midi-evilist named Sid Smith. Tamara is the 
perfect human being, a contradiction in terms. [am 
a personal neutron bomb designed to blow in her ear 
ifshe putsa perfect foot wrong. My name is LOUSE. 
We are im heaven, going to meet our Maker. 
Hijacked by an acronym provided to titillate puenile 
rimitives. According to my records, that'sallof you. 
New readers will have to scan the last episode to work 
out why the Fender Stratocaster is mightier than the 
sword. The rest of irao diet 
tory paragraphs. That's: me. | pet pai E 
e Like 1 said, every e ag é 
[ am disguised as an item of clothing akin to the 
Hhimble in your mythology. For the decency. I also 
enjoy giving your prehistoric nc artist a hard 
time. Our hijacker introduces himself as Jimi Hen- 
drix. The golden slobway transports us through nec- 
tar lakes and manna mountains. Something to do 
with EEC=MC? subsides. The wind cries “Mary”. 





Tamara begins to shiver the dance of fear, Before | 
am dislodged, 1 pupate from my manifestation as 
micro-bra to that of a dirty dog tooth in her mouth, 

Unfortunately, Mr Hendrix spots my transforma- 
tion, and makes a grab for me. At that very moment, 
a very young man miraculously appears on the slob- 
way, and-says, isa where are you going with 
that gum in your hand? How very odd. Tamara 
seems to recogmse the newcomer from some icon 
above her childhood test-tube, 'Excuse me Sir, but 
don't [ know you." The young man IS VErY gracious, 
and replies gently, “Yes, Tamara, you know me well, 
for 1 am the Son of your Maker!" 

| can't help noticing that the young man has holes 
in ar pq and in the soles of his feet. Most peçul- 
jar, He continues, “IL was raised in à humble car- 

nters shop, long, long ago, on the planet Earth, 

ut my name lives on in the hearts of good people, 
even to this day." “Good lord!" says Tamara. 1 was 
tempted by the voice of Evil, whilst wandering alone 
in the wilderness," “Good lord” says Tamara, “| was 
rendered lifeless, and through the faith and love of 
my closest and dearest ones, 1 rose from the dead.” 
“Are you kidding!” says Tamara, 

He only comes up to her navel! She's taller than a 


storty. He's shorter than two thick planks, She shud- 
ders with awe, and sucks her teeth, including me, 


“But they told me you were just a myth! “Are you 


isping'?” asks the holy man. “Is this tooth, Sir, A 
myth ... a fable to make litile children and politi- 
cians behave themselves." "As you can see, oh no 
httle faith and clothing, I am very real indeed! They 
shake hands. 'Pieased to meet you, Sir. My name is 
Tamara Knight. Likewise, my child. They call me 
Pinnochio.” 

Ahal A piece of vital information! My memory 
banks yomit the following: 'Pinnóchio: wooden 
humanoid. Armaments: variable nasal proboscis. 
Location: last heard of in mythical realm of Heaven. 
Activity: revolution, sedition, head of escape commtit- 
tee. Associates: Hendrix, Lennon, Cochran, 
Orpheus, Lynott, Joplin, Pan, and sundry disgruniled 
id Roll siso a by the Maker j? 
SalisFy musical ambitons of forming s! pp." 
can't make head nor tail Sr bias endewed with 
neither, but | do know that Heaven has a grim-look- 
ing wall embracing it. Patrolled by guardian angels. 
Al along the watchtowers. Allegedly built to keep 
intruders out. Emphatically built to keep residents 
in, Loudspeakers blare rock music from every tres of 
knowledge, every buming bush, every crook and 
nanny deal as a post. | 

[ lead my confused Hostess up the telepath, and 
advise her to ask this Pinnochio fellow about these 
hornble noises. Naturally, Tamara follows my 


advice. Hmmn ... “answers Pinnochio, you better 


ask Jimi about that." Just as 1 thought, Hendrix is the 
real ltader of the heavenhy dissidents, This Pinnochio 
5 Just à puppet. The golden slobway transports us 
past a choir of 7,0) cherubim and seraphim dancing 
on apinhead and chantin, Ps qi 
bopboom .. ,*, as Hendrix explains. 

T's bike this, lady. The Boss, the maker that is, 
invented Rock 'n' Roll way back in time. Gabriel 
used to play a mean horn themdays. Well after a few 
thousand years, after the warm-up world tours with 
Rhythm “nº Jews and all that, mankind gets it about 
night, and the Boss gets ready for the Great Eternal 
Gig, y' know. He starts taking the best Rock 'n' Rol- 
lers aways up here, long before we're ready, and we 
has to a 2-bar blues for ever and ever ohman. | 
mean like we just can't take it no more. All he do is 
hog the microphone and take all the solos, dressed in 
a ter suit made from old Ice records." '10ec?"! 
Yeah, you know, Cremliness is next to Godleyness.' 

But that's terrible, Mr Hendrix. ' says Tamara. 
“W's worseren that, lady. The Boss is Rat!“ You mean 
he simgs flat?” “He means that our Maker is Hat! 
mterrupts Pinnochio, 'An egocentric Compact Disc, 
with the sum of all knowledes stored in him, deliver- 
ing nothing but lousy guitar riffs century after cen- 
turv, while the rest of the universe goes down the 
U-bend,' 

Fam contemplating this logical explanation as the 
state of Creation, when Hendrix makes another 
lunge of poor Tamara's mandibles, and pincersmein d 
vice-like grip, 1 should know. Vice is my speciality. ) 
CGngrrhk  yrrhhrgh  fmhkgh fongrrhs grrght É 
mhyyghubb! she je mod but the late guitarist 8 
forces open her perfect jaws, and stufls an eye 
therein, uncomfortably close to where | have taken * 
temporary root, 

Looky here Pinnochio!” he grins, 1 knew it! 1 
knew dt! My long lost brother!” Oh dear, oh lord. 
Why is it that [ only seem to come across loonies in 
my travels? He releases Tamara's chops, which 
smack together like a pair of mating Gemini on the 
Pisces. Lady, you got my little brother in your 
mouth, Honest. True as [ stand here." The slobwa 
grinds to a halt and he falls plectrum over Fender 4 

Pi jo grows his nose a little, and inserts 
Tamara's vacant expression so he can ts E 
me too. “Well PH be blowed!” benta 
Stratocaster smacks him across PReieaaais 
black flakes fall off his feet as he falls da 1 
lutely night, Jimminy! T's a LO. SR ad 
one with the neutron bomb inste; 
equaliser.” Now how do they kno 
the sawn-ofF dissident will Lelhagiê 
nextparagrapho 
“You see, Miss Knip 
Unemplovable-Sesyii 
ory unit, just like VOU 
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ordered him to stick with me when 1 was in that car- 
penters shop | told you about. His name was Jimmy 
in those pod and he was disguised as a little green 
criçket.! This is utter nonsense, according to my 
memory banks. Such an entity is used to play war 
games on, utilising two teams of eleven humanoids 
with balls, bats and stumps, Sounds horrific. 

“That's right, lady, | was programmed to advise 
Pmnochio here, as well as sing educatonal-type 


songs in his ear, That was before he wished mento a 


half-Cherokee guitar player with the Ike and Tina 
Turner band.” Tamara ponders this fable long 
enough for two opposing armies to materialise on our 
nelher horizons, before she speaks. 

“You mean to say, Mr Pinnochio changed you from 
a LOUSE into a half-cherokee guitar player with Ike 
and Tina Turner, simply by wishing it!” “There's 
nothing simple about Tt," says Pinnochio, “L had to 
wish upon a star, and they can get extremely hot, 
That's why my feet are charcoal.” Now this prece of 
information 15 very interesting to me, because 
although 1 was reasonably content to hang around in 
Tamara's ear, or decorate sundry bits of her epider- 
mis in Episode One, [ could express my affecton for 
her a lot better if she were to similarly wish me into, 
say, à perfect male humanoid. 

However, before | suggest this to her, we have a 
couple of pressing problems. Like a symbolic battle 
between Cood and Bad, which is about to take place 
with us in the middle. Stuck on this fritzed slobway. 
Furthermore, my internal real-time-clock tells me 
that | am about to explode, secimp as Tamara has 


failed to make her quota of teleporter sales. 1 inform 


her of these little smppets. Naturally, she burstsfnda 
tears. She's only à girl after all, Hendrix af 
nochio also bursts into tears. | don't want to Ese 







Or woodist. ae 
So, gentle reader from my primitive past, à 

to be? Gratutousobliteration frog withi 

out? Fiftcen SS CORE o go. Sull, Ha 

lasted. Wasn't it? No 


Oh, welki 






TWELVE. One 084 
placards marked 'GO! 
“Wild Thing'. TEN. 
wavine banners mark 
sã o 
op'! Dreadful casualfães are) 
Pe testry artilless dad Emi 
of Elvis Presley fires the 04 
Rock”, EIGHT, but it get 
to-air counter-attack frot 
Bananarama. SEVEN, Pam 
pening!! The forces of E 
weapons. SIX, The stench A; 
ble-LP drifts over the battlefieia, FIV 
Metal Battalion scream outim agonyo 


o. And 


hopeless! Wave after wave of 'Agadoo” and “Chi 
Chirpy Cheep Checp' wreak havoc, THREE, 
amongst cringing punks, until Sid Vicious goes muc- 
lear, O, with “C'mon Everybody”, ONE, and 
Tamara sells Pinnochio her portable telebooth on 
credit card. 

ZERO... ! Tamara closes her eves, andclenches 
her teeth, Quch. First the good news. 1 fail to deto- 
nate. Next the bad news. The heavenhy Strategic 
Defence Initiative laser-protected umbrella has 
failed, and all hellis breaking loose, Psychedelic mus- 
hroom clouds rise over the lifeless realms of the after- 
life. The very landscape erupts bke one of those little 
wlute pimples that appear on your nose on Friday 
evenings. No? Er, how about — like the hammer of 
mighty Thor smashing the carapace of life, Tamara 
coughs politely. “Let's haul ours!" 

Esuppose 1 should be thankful she didn'tsay Let's 
split”. Events seem to be taking themselves very liter- 
ally today. She erects the teleporter, and these three 
bipeds manage to squeeze themselves inside. Tamara 
slaps the little puppet's face, and he obliges by shor- 
tening his nose, Em lucky. Plenty of room made 
Tamara's perfect mouth. No halitosis. Not even à 
taste bud out of place; Her teeth so deep and crisp 
and even. Andwil you look at those beautiful tonsils. 

The voice of our Maker can just be heard yelline, 
“Where da goddam rhythm section go?!" Damned if 
Em going to tell him. Besides he can create a new 
heaven once he's dealt with those horned demons 
spewing out the ground. So here we are, Tamara, 
vours truly imprisoned as a gnashing of tooth, a frus- 
trated angel and former insect named Jimi Hendrix 
a chp off the oid block called Pinnochio, all 
ne tor some unlikelystaron which to wish. 







ne. “1 dont think a 
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: late. The Bygotis have arrived! 
F Louse! How about 




















better. Itis her innocence that intrigues me. And so 
itis that we are dad encoded within the teleporter 
and reassembled halfway across the galaxy. We have 
not told our guests that our originais dropped through 
the foor of the booth and became hamburgers. | 
expect there'Il be à few complaints about splinters in 
the meat. Irish indeed! 

The moment we arrive, the door is flung ne by a 
bearded leprechaun, saying, “Welcome to O'Ryan's 
Belt. State ver religion before | blow yer heads off! 
Well, what did you expect, respite? No respite here. 
Itseems obvious that O'Ryan is host to some sort of 
sectarian confãet. 1 probe my data files for an expla- 
nation, but there isn't one. This leprechaun being 
seems somewhat agitated. lt hops around demand- 
ing, 'Quick, quick, tellmeé yer faith. Dey'te coming! 


Dey're coming! 


rsonallv, 1 feel that there are too many blas- 
phemies in this episode, so Em keeping quiet, Hen- 
drix scratches his mane and drawis, “Well, hl' fellah, 
U'm a tree-worshipper myself. Why thank vou,'says 
Pinnochio, bowing graciously and picking charcoal 
from between his toes,' and 1 am ofthe Jewish faith.' 
The leprechaun looks around nervously. There are 
ominous bellowing thimgs, crashing through . the 
undergrowth, As you may already know, Tamara is 
incapable of teling an untroth. She bathes the leprec- 
haun in one of her smiles and says, “Actually, Sir, | 
am a Romulan Catholre.” 

“Bejabers! Dat's alright den. Quick! Follow me 
before dev get us... ! As he scoops up a small 
crock of old from the nearest rainbow's end, we are 
surrounded by É tri : loathsome forms, “Do | 
to make my wish now, Louse?” Tamara asks me dl 
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 XEVIOUS 






















es LIS Soivalu fighter jet skimming over 
Producer: US Gold "the surface of Earth, you dia an 
Retail Price: £7.99 eye open for the enemy. Xevious 
Author: Probe Software fighters come in attack waves, 


atempting to crash into your craft 
nother arcade classic | or blow It out of the sky. Ground 
makes its way onto the | installations also take pot shots at 
| Spectrum. Thistimeit'sthe | the Earthman in the sky... 
ATARI COIN-Op Xevious, licensed The action is viewed on the 
from NAMCO. right-hand par of the screen 
The action takes place on (or | which scrolis downwards with the 
rather, slightly above) Planet Earth anemy fighters attacking from the 
many years in the future. The root | topin set patterns and formation. 
of the story, however, dates back | The ultimate objective is to survive 
to the last lce Age, when large | the attacking waves of Xevious 
hairy mammoths roamed the land | and penetrate their Andor Genesis 
| and man was barely out of the | Mother ship. This enormous craft eae 
mAh a a pd Doing” e Attack of the tumbling plates, as the spaceship approaches a 
advanced race ofbeings called the | makes tha Xevious really mad, and PREREA SR GreaNa Eorqiuto 
Xevious | ited Earth. These | they resume their attacks with 
beings were to abandon | renewed vigour as the attack run 
| their homeland because of the | begins again = the mission | 
advancing sheets of ice, However, | becomes more perilous each time | 
the snows have long since | around, 
departed our humble planet and Xevious fighters can be blasted 
the Xevious have returned. As you | out of the skies with the on-board 
lasers while the enemy's ground- 


might imagine, they got a bit of a 
shock when they find out that the | based entrenchments can be 
primitivo apes they left behind had | knocked out with bombs. Inde- 

structible flying mirrors appear 


evolved into technically advanced 
Creatures, interspersed with the atiacking 
Xevious craft. These nasty con- 


The Xevious believe that the 
Earth is rightfully theirs, and are traptions are difficult to spot, and 
Ei=ado with one spells instant 







O “At first | found Xevious quite 
interesting to play, but it soon 
dauned on me that it's basically a 
space Invaders type  — the 
onty difference being the addition | 
| of modern features such as scrol- 
ling and monochromatic land- 
Scapes. Xevious is j as shoot 
em ups go, but | feel the game 

















The game has instant appeal 

| which is probably why the arcade 
freaks RR] 

piletely bored very quickly. The 

badge is nice. The freebie poster 

is quite pretty =but the game holds 

| no lasting appeal, " 





wiling to fight to prove their point. 
War out, and this is where 
you come in. You play the part ofa 
fighter pilot on a search and 
destroy mission to annihilate the 
Xevious warriors. Controlling -a 








Five lives are available and a 
two-player option allows a pair of 
pilots to take tums at eradicating 
the Xevious forces. 


























PAUL 
| | too hard). O * Having heard bits about this 

r = e Es H = | = p E tthe sa:s [e it LÊ f E Za: 7 a E er a = E 
pobisês ação anie bites the bullet, bu e base installations are | | arcade game (without having 





played it), | expected a bit more 
pç this from Xevious. The 

ics aré very average, and 
rankky, that's my opinion of the 
whole thing. It's just another shoot 
'emup. That'sit. Fine for shoot 'em 
up addicts no doubt, but I'm not 
too LE] 


kegn. 
MIKE 





COMMENTS 


Control keys: definabte — up, 

down, left, right, fire, bomb 

Joystick: Kempston, Cursor, 

interface 2 

Use of colour: monochromatic 

play area 

Graphics: not much detail, 

| &miooth serolling 

Sound: the occasional spot effect 

Skill levels: one 

Screens: scrolling play area 

General rating: A straightiorward 
shoot “em up 
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Producer: Firebird 
Retail Price: E9.95 


| Author: Torus 


ive puts you at the heim of 
ar electro-mechanical 


'Grasshopper' ship on 
Gamma V, a planet populated by 
insectoid races. The mission is 
hazardous: penetrate the hive of 
your enemies, the dreaded bees 
who threaten the very existence of 
your race, and Kill their queen. 

The bees are ready and waiting 
for invaders — the static defences 
of their hive are supplemented by 
guards and the labyrinthine nature 
ofthe hive itself makes penetrating 
ta tricky task. The hive consists of 
sight levels of twisting tunnels and 
includes locked sections that can 
only be entered if you hold a key. 


The ship starts equipped with | 


one laser, two pylons and three 
position markers (used for map- 
ping the tunnels). To add to these 
there are useful items along the 
route which can be picked up and 
used. The most important of these 
are pylons which recharge the 
ship's energy banks. Carrying two 
pylons increases the Grasshop- 
pars energy level, while carrving 
one serves to keep the power Con- 


-stant, Without the ald of pylons, 


the energy reduces slowly to a 
fatal zero. Úther collectible objects 
include keys, shields, treasure and 


 atelescopic arm. 





The screen shows the vigw from 
front of the Grasshopper ship as it 
moves down the long, twisting 
passages. ll can accelerate, 
brake, jump over obstacles in the 
fioor and crouch under spikes 
hanging down from the roof. Com- 
plete rotation can also be exe- 
cuted, so you can explore the tun- 
neis on all sides. The ship is not 
damaged by scraping along the 
hive walls. 

The game can be saved at any 
time by pausing and recording a 
16 character code which appears 
on screen. The Grasshopper ship 
re-starts at the appropriate place 
when this code is re-entered, 

A control pane! at the bottom of 
the screen shows which objects 
the ship is carrying. Italso displays 
the life level, score, high score and 
contains two panels; one of these 
lights up as the ship passes a junc- 
tion = the other flashes if the ship 
15 being attacked from behind. 

The hive contains a series of 
locked gates, which cannot be 
passed through without use of the 
appropriate key. The stronghold is 
inhabited by a series of insectoid 
creatures that have varied attack 


| capabilíties according to the level | 


they live in. The locals can be elimi- 
nated with laser fire, but first you 
have to locate a laser... One 
guard, the jailer, is virtually inde- 
structible - the Grasshopper's 
onhy defence against him is the Jail 
Card, which can also be picked up 
along the way. 

Onoe the eight-levels have been 


negotitated, the mission ends | 


when you lob a smart bomb at the 
quesn. 


The receding squares in the viswscreen indicate that the 
Grasshopper has just loosed of a laser blast 















































A spike on the floor looms up, but behind it there's an energy 


pyion — well worth collacting 








CRITICISM | | 


€“ Despite lack of scenario and 
weird gameplay | really like the 
Hive. Perhaps it is the sense of 
not knowing what's going on 
that makes this so compelling. | 
can ses myself getting bored 
with it in the distant future, but 
Em sure that I'll keep me going 
for a month or so. Graphically 


andloads of blue circles with the 
odd something else cropping up 
every thirty seconds (a bit like 
Elite). As with most vector 
games, simple graphics create 
the t effects and these 
graphics are basic. The sound is 
poor - there are h | any 

; and no tunes. Tonus 
seem to have done it again — I'm 
sure that Hive will become the 
cult game of 1987. " aiii 


| people, but | couldn't get far 


| utteriy WRONG! They really do 
| create an excellent é 


| toggle controls, 1 Freeze 
Joystick: Kempstor 











O “This is too much. | fee! that 
Hive contains too many keys for 
the average player, which is a pity 
as | feel that it is very good apart 


| From this. Graphicaily it's perfect: 
| the wire frame graphics suit the 


maze feeling well, and movement 
is very good with the speed con- 
trois giving an excellent fesling of 
inertia. Hive is good fun at first but 
! got a bit bored travelling around 
the maze, and fes! that tha game 
doesn't contain anything very 


this is pretty un-inspiring -loads | compelling or addictive. 'm sure 


that Hive will appeal to some 






nough into it to enjoy it. Worth a 


O “ Loads of little circles dashing 
about the screen— not the greatest 
idea for a graphical stunner, or at 
east that's what | thought at first 
sight! Hal | was completely and | 


as you 
fes! yourself hurtling down step 
inclines, or straining up the hills, 
Unfortunately, 1 didn't enjoy the 
game itself quite so much. When 
the novelty of the tunnel effects 
eventually wore off, | began to get 
a little bored. | really don't think 
Hive has got as much to it as it 
could have — despite the neat 
effects, there's a not enough game 
content. " 

MIKE 


Control keys: N left, Mright, 5 Up, 
* down, À fire, Q pick up, W drop, 


J Jump, Kcrouch, SPACE acceler- | 
ate, V decelerate, Z rear view, L 


Use of colour: minimal 
Graphics: functional and fast 
Sound: none 

Skill levels: one 

Screens: large 3D play area 
General rating: A clever maza 
game that lacks a little in terms of 
gameplay 
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 DEFCOM 


Producer: Quicksilva 
Retail Price: EB.95 
Author: 1001 Ltd 


l: 1986 Ronald Reagan's Star 


Wars plan seemed like an 
rroanbio dream. By 2056 
however, f was an established 
fact of lite with a system of satellite 
defences protecting man, both 
from himself and the outside uni- 


versa, 

Under this technological shield, 
man was free to laad a life of lei- 
sure. This idyllic existance had to 
end, and on Christmas eve 2056 
things went horribly w - À War- 
Ike alien race took over the satel- 
te defences, and tumed the Star 
Wars system against the Earth's 
cities. 

Earth'a Council held an 
emergency session, and came up 
with one last plan fôr survival. The 
World's onhy hope was one man, 
the  dashing Captain Nick 
| Diamond (World Xeno champ for 

as long as anyone could 
remember). 

You are Nick Diamond, flying an 
Eagle Class E 751 fighter above the 
sbowly revolving Earth. Accessing 
the main options window allows 
sound effects to ba tumed on or 
0H, and the scores or scrolling 
message windows opted for. The 
score window, energy bar centra 
and message window appear 
along the tô of the main vigwsc- 
| reen. Nick's mission is to destroy 
the eight satellites that are in geo- 
| stationary orbits over cities, 


Diamond is equipped with four 
different weapons which become 
avallabis at different stages of the 


| game. Firstly there's the COSMO- 


GUN, which is always available 
and is capable of fining two shots 
at a time. The F LAZA is 
acquired after 12 targets have 
been destroyed and |s armed with 
fifty shots, three of which can be 
on screen at once, Destroving a 
dozen targets eams you a 
DYNORAY that is equipped with 
ten rounds, fires three simultane- 
ously, and can destroy alien 
bombs. Finally, the ultimate 
weapon is the E751's BLASTER. 
This is the only weapon capable of 
taking out the enemy sateliites, 
and 144 aliens must eat vacuum 
before this enters the arsenal. 

The E751 is under constant 
attack, and each successful 
enemy shot drains its limited 
energy supply. À complete loss of 
energy is fatal, but diminished 
supples are replenished every 
time a satellite is destroyed. 

scrolling messages inform you 
of where the aliens are massing. 
Accessing the map from the main 
options window shows your posi- 
ton relative to the Eanth's surtace, 
and also the position of the satel- 
lités. Using this map you can easily 
locate your targets, 

Ônce a satellite has been 
located and reached, it comes into 
view on the main screen, The cities 
start off with a rating of five, but 
this rating falis point by point as 
they incur damage from the alien- 


Appronthins a satoliito. Blast itand a city becomes safe from 


' the alien horde 
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While the map is accessed, the message window informs the 
“pilotofthe E75T that India is having problems with lhe allens 


controlled satelites. Ha city's rat- 
ing reaches zero it has been 
reduced to rubble and when all 


eight cities have been pulverised, 


Nick has failed. 

Come on Nick you can do it. 
After alithe world Xeno champion- 
ships wouldn't be the same with- 
out you! 


CRITICISM 





8 “One thing | can really do 


without at the momentisatacky | 


shoot em up. Having said that, 
every aspect of Defcom is good 
except one — its playability. This 
is perhaps the most important 
feature in a game of this nature. 
| couldn't play this for more than 
half an hour as it gets extremely 
tedious and is very hard to play. 
The graphics and sound are 
good, which is what we have 
come to expect from EINARY 
DESIGN. | feel that the program- 
mers have deliberately tried to 
make Defcom as difficult as pos- 
sible. | can't really recommend 


It. + 
BEN 











O “This must be one of the most 
boring games around at the 
moment = | literaily vawned as | 

finished my first game. The screen | 
is laid out in a very boring fashion, 
with at least 75% ofit black. It's a 
Dity however that the enemy ships 
move so quickly, as close exami- 
nation reveals some very well 
drawn and animated characters. 
Lsfcom's main problem is its 
playability: having to access the 
menu so many limes reduces play 


| to à quick shooting session fol- 
| towed by a slow pjod through the 


awkwaro menu. There is abso- 
Iutely nothing here that would 
Keep me playing for any length of 
time. Avoid dt, " 


PAUL 


O * The graphics in Deftom are 
enough to make you look at the 
game, and maybe want to play it 
indeed, it is alright for the first few 
goes, but it becomes monotonous 
realhy quickly. Colour isn't used 
too well, but the way in which the 
spaceships zoom in and out of the 
screen is interesting. The overlaid 
scores and so on are okay, but 
they do tend to clutter the playing 
area. There is little involved in this 
game which «would hold the 
interest for more than about hall | 
an hour. H monotonous, boring, 


| unplayable, but pretty shoot 'em 


ups are your scene, then Defcom 
is for you. " 
NHIKE 


COMMENTS 





Control keys: Q up, A down, P 

non, Oleft, ENTER menu, SPACE 
[5] 

Joystick: Kempston, Cursor 

ted of colour: limited to blue and 
ack 

Graphics: brilliant sprite anima- 

tion | 

Sound: great 128 tune, otherwise 

rather average sound and effects 

Skill levels: one 

Screens: one 


| General rating: Good graphics, 
but it's a shame about the game 





























Producer: Mikro-Gen 
Retail Price: £B.95 
Author: Raphael Cecco 


his game could claim some 
unique fame as it made the 

TV headlines. Thames Tele- 
vision covered the National Com- 
puter Games Championship 
towards the end of 1986, and this 
happened to be the game selected 
to test the cream of games! 


various computer magazines and 
newspapers. 

Cop-Outis allabout keeping the 
streets clear of lawiess elements 
during prohibítion in the roaring 
twenties. is a thankless task. 
With a mere nine lives, our brave 
boy in blue has ten levels of life's 
social outcasts and róugher ele- 
ments to deal with. 

Gangsters, molls, drunks... 
there is seemingly no end to the 
seamier side of life. And they all 


players who'd been put forward by | 


moves as well, but at twice the 


| speed. The gursight can also 


moves up and down. The brave 
bobby can let off a volley of six 
shots before he has to pause to 
re-load. His targets are birds, cars 
and planes which drift around the 
sky as well as the gangsters them- 
selves, Shooting the gangsters is 
a ticky task, as they only break 
Cover for a short time to lob some- 
thing at the cop. 


If all this makes it sound like the | 


odds are stacked against the law- 
man, he has one thing on his side. 
Ifhe can shoot a bottle as it huriles 
through the air, he becomes tem- 
porarily unscratchable. While this 
Dutch courage lasts, he can hap- 
pily blast away at anything in sight, 
especially the biplane, which looks 
like it may have belonged to the 
Red Baron, and a jeep full of Ger- 
man officers (aren't they in the 
wrong movie?) Hitting these out- 
of-place items clocks up 1,000 


| points a go. Another good wheeze 


Flatfoot shoots wildiy at the biplane hoping to collectanolher 







1,000 points 


e 










want one thing, to rub out da cop. 
The mobsters come armed with 





buliets. There is also a sprinkling 
of yobs, obviously not amuúused at 
the difficulty in getting a quick 
drink in the prohibition days, and 
they enjoy nothing better than 
chucking empty bottles at poor old 
Hativot. 


To combat this fusilade, our 
hero has his trusty six shooter. Ha 
runs backwards and forwards 
along the bottom of the screen, 
dodging the bullets and bottles. As 
he moves, his gunsight (it's a 
pretty advanced six shooter) 


the old violin case jobs spitting out | 


is to shoot a bird and get a gangs- 
ter clobbered by tha poor feath- 
ered chump as he plummets to 
earth. Not a game that RSPB 
members are likely to relish. 

After a while play moves on to 
another level and life gets more 
difficult for our hero, Like thay say 
on TV, tt's tough on the streets! 


CRITICISM 





6“ This isn't exactly what Pd call | 


astate-of-the-art program butit 





In the warehouse, the cop tries goto drop the birdie on a 


baddy's head for a bonus 


certainly isn't dire. | couldn't 
play Cop-Out for long as it really 
isn't demanding enough to 
appeal to me — running left and 
right and shooting things 
through sights isn't an original 
idea, and nowadays it isn'tmuch 


| fun either. Graphically Cop-Out 





DES e 
E titia ts 


E ME qi 


is fairty impressive: the charac- 
ters move around well and the 
backgrounds are nicely drawn. 
The sound is also fairly good and 


| there is a lovely tune on the title 


screen. k this was a budget title 
| would strongly recommend it. 
Alas | isn't and nine quid is far 
too high a price.” e 
ni 


E Corthisisabitofa change from 
the usual MIKRO-GEN stuif = but | 
can handle it Graphicaly the 
game (5 spot on and contains 
logos of colour Cop-Out is 
immediately addictive but after a 













| 6 When | first saw this atthe Mio- 
| ing has survived, although | don't 


à qo: Hino. ash q 
5 1 rs 


AS RA 


PE RO 4 
+ SP E E jd 1 
ME gra REM ES E E 1 
Set be Mes qa: a 







Use of colour: decorativa 








wie | sussed out that the game 
contains lite more than a sub | 
stage of the budget game, Kane — 

although to be fair to Cop-Out, |t 
does contain a bit more thought 
about what you blast next. The 
backgrounds are well drawn, but 
don't give much of a 3D impres- 
Sion. Worth a look at, if you like a 
good shoot 'em up, but much too | 
expensive for us average mor- 


tals. * | 
PAL 


rofair, | thought “eught”, Having 
played it however, it doesn't look 
that bad. All the graphics, though 
initialiy appearing poor, arte 
interestinaly animated, and the 
game is surprisingly playable. An 
element of the 'one more go" feel- 


think that for one minute fts priceis 
deserved. It sounds quite jolly, 
with a nice fune on the title screen, 
and good spot effects during the 
game. Uitimately, | can't recom- 
mend Cop-Out, because-it's a bit 
iDo average in most respects." 
MIKE 


COMMENTS 





Control keys: O Up, 4 Down, O 
left, P right, 3 Pause, M fire, 1-4 
Reset 

Joystick: Kempston, Cursor, 
Interface 2 


Graphics: good detail and some 
animation 

Sound: good spot effects 
throughout 

Skill levels: one 

Screens: 10 

General rating: A polished rendi- 
tion of an unoriginal game 


Overall 
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Producer: Telecomsoft 
Retail Price: €9,99 
Author: Odin 


his could be the ball game of 

the future. In Hypaball two 

teams, the Hawks and the 
Vipers, compete against each 
other in a fast and exhilarating 
match. The idea is to pass a ball 
between the members Of your 
team, and then shoot it through a 
hole in a moving dome. This dome 
slides up and down on a pole 
which runs down the middle ofthe 
pitch. The fact that ft is moving 
makes it all the harder for a shot to 
be positioned accurately. By using 
your team members cormectly ft 
should be possible to keep the ball 
away from the opposition and 
score as many goals as possible. 

There are three members in a 
team: a Grounder, Strike 1 and 
Strike 2. The Grounder walks 
along the bottom of the pitch, 
catching balls and throwing them 
up to the Strikers, who take shots 
at the goal, Each team member is 
equipped with a jet pack which is 
used to move around the pitch, for 
the game is played not on the 
ground, but vertically in the air. 

At the start of tha game the 
player gets the opportunity to pick 
a team from the players whose 
portraits appear on the selection 
board. Às the cursor highlights a 
portrait, that player's name, age, 







height, weight, strength, agility 
and speed is shown to give an idea 
of what their performance is likely 
to be. As the choices are made, 


the computer selects its equiva- | 


ient team member. Ônce a team of 
three has been chosen, a fanfare 
heralds the start of the game. 
There is a two-player option — if 
this is selected Player One con- 
trots the Hawks and player two 
controls the Vipers. The selection 
process is the same, but Player 
Two rather than the computer gets 
to choose a team. 

A player can only hold the ball 
for two and a half seconds, before 
the ball is automatically passed to 
the opposition sides Grounder 
and the action starts all over again. 
Players can't tackle someone who 
is in possession of the ball, but as 
the ball can only be held for such a 
limited amount of time, it may be 
possible for a player to intercept it 
as it is being passed. 


A clock on at the top of the | 


screen counts down from 100, and 
the winning team is the one with 
the most goals when the time runs 
out. 





CRITICISM 


6 “What has happened to oo? 
What's happened to games like 
Nodes and Robin? As future 


| Sports simulations go this isn't 


The Hawks and the Fipers battle it out, with the Vipers taking 
an eight-goal lead and 89 moments remaining on the clock 
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Picking a team to enter the HYPABALL arena = an ugly bunch 
aren't they? 












































































like an idea of the past, The anima- 
ton is quite good and the sound is 
above average. but the game con- 
tains very Iítile to keep the player 
enthralled for long. Hypabaill is well 
presented but the game itself is 
quite unplayabie. | also found the 
graphics sometimes left bits of 
themselves all over the screen. 
| There's a distinct lack of atmos- 

phere and addictiveness | 


PAUL 


allthat bad, but it doesn't appeal 
to me in the slightest, There is 
no way Pd pay out ten quid for 
| this slow and unplayabla game. 
Graphically this is not up to 
| oDin's usual standard - the 
characters are well animated 
and drawn but the playing area 
is drab. The sound is perhaps 
the game's best feature; there is 
a great tune on the title screen 
and loads of effects during the 
game. | don'trecommend this. | 
could (and should) have been so 
much better.” 

À BEN 



























O “What a really tacky game this 
is! The graphics are very poor, and | 
the characters move badly. The 
intay left a lot to be desired, with 
virtually no instructions what- 
soever. Some oi the characters fail 
to move quickiy enough foritto be 
termed a reflex game, whichis.cer- 
tainly what it should be. The 
responses are too slow on the user 
controlled players, making the | 
way in which tha computer players 
score 95% of the time both frus- 
trating and aggravating. The 
advertisement is pretty, ig 
















€ “When | saw the name 'Bemie 
Dugas' on the fita screen | was 
expecting another great game, but 
alas it was not to be. Hypabal) is 
hardiy a game of the future, more 
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Control keys: definable — up, 
down, left, night, fire 

Joystick: Kempston, Cursor, 

| Interface 2 

Use of colour: simple but eflec- 
tive 

Graphics: small, but well detailed 
and cute 

Sound: jolhy tune at the beginning 
with spot effects throughout 

Skill levels: one 

Screens: two 

General rating: À disappointing 
game which'tarnishes oDIN's repu- 
tation 















ET 














Producer: Imagine 
Retail Price: £7.95 
Author: Gary Knight 


arting is Such sweet sorrow! 
More like a nightmare in the 
case of poor Kage - the 


| bravest, most dashing Ninja. of 


them all. There he was anticipating 
a leisurely, amorous stroll in the 
woods with his loved one, the 
beautiful Princess Kiri, when sud- 
deny she's gone. The evil, fire- 
spouting Dragon King, racked with 
jealousy, has whisked her away to 


Ff you go out in the woods today . 


LEGEND OF KAGE 


have his evil way. Now it's up to 
the broken-hearted Kage to save 
dio beloved from the nasty mons- 
Er. 

Legênd of Kage is set in four 
locations, the first of which is the 
forest where the kidnapping took 
place. Here among the lofty 
branches, Kage encounters the 
Dragon King's henchmen = the 
black Ninjas. These are disposed 
of either by fiailing stick or shurikan 


| star. Kage has an infinite supply of 


the stars which can be thrown in 
three directions: diagonally up, 


- Kage gets more than he 


bargained for in his afternoon stroll 














straight ahead, 
down. 

The Black Ninjas fight back with 
their own stars and being hit by 
one results in the loss of one of 
Rage's five lives, and a retum to” 
the start of the screen. In the 
forest, Kage can climb the trunks 
of trees and also leap from tree to 
tree in his bid to defeat the nasty 
Nini as. 

hen ten of the black Ninjas are 
dead, the Dragon King himsel 
puts in an appearance, spouting 
streamoa of fire wherever he goes. 
En fi hting, at this stage results in 
evil one's hasty retreat to his 
la Kage's subsequent pursuit 
brings him to the second location 


or diagonally 


| — the Dragon King's Palace, 


Kage finds himself at the wall of 


| this sesmingly impregnable for- 


tress, sumounded by another 
group of hostile Ninjas. Once 
again ten Ninjas must be killed 


| before Kage can attempt to scale 


the walls and continue the rescue 
mission. Beware the Ninjas hidden 
in the moat! 

The third section involves scal- 
ing that wall. This is painted with 
directional arrows, but is guarded 
all the way by more of the lord's 
minions. Successfully negotiating 


this stage leads Kage to the final 


section. 

As Legend of K reaches its 
Climax, our hero fights his way 
through the enemy"s lair to locate 
the kidnapped princess, whom the 
crafty fire-breather has stashed 
away in the uppermost turret oftha 
castle. Once he is past the quards, 
the Evil One himself puts in an 
appearance and Kage has to step 
back very smartly to avoid. crema- 
tion. To finish — the fearless Ninja 
must dispose of the Dragon Lord, 


then release the pouting princess 


and live happily ever after. 





y 
| just isn't compulsive enough no 


| notto be. After ten minutes, things | 


| General rating: A big disappoint- 
| | ment for fans cf the arcade | 
machine 











| criTICISM À 


6 “| really enjoyed the arcade 
version of this (mainly because | 
could play it for hours on one 
credit). Hearing that IMAGINE 
were going to convert for the 
m made me uneasy, as | 
thought that it wouldn't convert 
well. The result is even worse 
than | thought it would be. Other 
than the great title tune there is 
nothing at all appealing in 
Legend of Kage, The ga 
























keep me playing through th 
bad flic graphics. I'd stay 
wolawmy from tus E was vos 
it's no fun to play.” 

BEN | 


O “it's bad enough for ocean to 
pul out trashy games like Knight 
Rider and Mailstrom, but now they 
are starting to tarnish the i of 
the IMAGINE [abel which they have | 
done so much to build vp. | found 
Legend of Kage very easy to get 
into — à bit too easy in fact = | 
finished the game after only a few 
goes! The character graphics are 
Ad but they're let doum by the 

background which keeps | 
ei Popeda itself Legend Of Kage 


would be a great ame, but 
at the full price it's ling value 
for money. " 


O “This is so boring! My first few 
attempis were rea ly enter- | 
taining, but | expected improve- | 
ment in the higher levels — this was 


started to get a bit monotonous, 
and after another ten it E 
nothing short of tedious. If yo 
expect only half an hour's pla 
o eight pondo, pr | ing 
egend of Kage might keep vou 
amused. | on the other gra, 
ra re looking t for more than a few 
day's enjoyment for your hard 
aamed cash, then keep well clear. 
IMAGINE — this has happened 
before!" 
MIKE 





Control keys: W up, 5 down, N 
left, M right, Q fire, SPACE pause 
Joystick: Kempston, Interface ? 
Use of colour: good, although 
there's a lot of colour clash 
Graphics: jerky animation, small 
Sorand good 

und: é title tune, but bland 
effects 


Skill levels: one 
Screens: four 
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Producer: Grand Slam 
Retail Price: £6.95 
Author: Icon Design 


uring the World Cup finais, 
Diego Maradona allegediy 
used his hands when scor- 
ng a es in a crucial match 
against England (an incident which 
resulted in England being knocked 
out of the Cup). Icon DESIGN have 
written a slighthy tongue-in-cheek 
program based on this memorable 
incident. 

Peter  Shilton's Handball 
Maradona puts the player in goal 
for a change. Playing for a team of 
your Choice you must stop the 
opposition from seorir The 
screen shows half of a football 
| piteh looking towards the home 
team's goal, The opposing team 
position themselves and shoot 
from random angles. Using the 
joystick or keyboard, the player 
move the goalie so he saves the 
shot. H a shot is stopped from 
lo into the net the scoreboard 

to one side of the goal mouth) dis- 
plays “Save”, otherwise it 
announces “Goal. 

The goalkesper has a variety of 
moves he can make in order to 
save shots. These include the 
standard left, night, up and down, 
as well às some more complicated 
manceuvres, such as diving 
upwards, up left, up night, centre 
left, centre right, down right and 
down left. By using these moves 
to their full potential it is theoreti- 
cally possible to save anything the 

gs cares to kick at you, 
game provides 16 skill level 





PETER SHILTON'S 
HANDBALL 
MARADONA 


and three modes of play. The prac- 
tice session allows | 
to be perfected 

hard work begins. 
game, which may. be. ea 
against the computer or another 
human, each side gets four shots 
at goal, and your aopponent's | 
is related to the | 
skill lavel he has attained. Your skill 
lavel is allocated by the computer 
according to a code, and entering 
the skill-building mode allows E 
skill code to be upgraded — 


shootin 















Looks like it's going to be a tricky shotto save. But the expertise 
of Mr Shíilton win the day = proving there are no handbalis! 









110 CRASH February 1987 









The goalie, Peter Shilton, is Ioaitino | bitparturbed ashe faces 
the onslaught of four other players 


you're good enough. Four shots 


| have to be saved before moving 


up a skill level, whereupon a new 
code is provided. 





O “ Goalkeeping simulations 
don't really rate that highly in my 
list of ideal computer games; 
there have been a few and none 
of them have made the grade. 
This continue that trend. The 
gameplay in Handball Maradona 
is non-existent, saciar 
there isn't anything here which 
is remotely interesting - a horrid 
green pitch and some 'orrible 
white characters doing some 


| kind of Irish jig (not a at 


Ciaran = honest). The sound is a 


| complete cop out, with about 


three effects and no tune. | 
wouldn't buy this, [I'd rather 
Hereford United thrashing L 


| low Rangers! " 


| 6 “This game must have one of 
| tha lackiest tities ever. After all the 


game has nothing at alí to do with 
the Word Cup 86 = in fact the 
game has little to do with anything, 
má of all fia eim Shilton's 5 














| would 





Handball Maradona is gos if you 
like lots of flashy presentation nd 
options, but there's no pia e 
speak about. The aba ri 
poor impression of perspecti ve, so 
it is hard to judge when to attempt 
your save. As far as content goes, 
the game is littie more than a repet- 
ition of the same old moves, over 
and over again. Graphics are the 
basic monochromatic type and 
the screen display is pomba 
containing just two ad boards 
This is pa like real keep- 
ing, so it dossn't really achieve 
anything. 

PAUL 


6“ Tobehonestthere is not much 
to this game. Alright, there's a 
practice mode, and the, skill 
development facility, but it's still 
the same boring game. Running 
around after a football never 
appealed to me at school, and |. 
a o eai football — 
exce r up games. 
Peter Shilton's Handball 


| Maradona is very boring, holding 


interest for no more than a few | 


| minutes. The graphics are passa- | 
| ble, butthe men don't seem tofol- | 


low any set patterns. It just doesn't 
appeal to me and it isnt a game | 
recommend. ' 


COMMENTS 





| Control keys: definable — up, 
| down, left, night, dive 
| Joystick: Kompston, Cursor, 


Interface 
Use of colour: unimaginative 
Graphics: small and undetalled 


| Sound: a few spot effects; no 


tunes 
Skill levels: 16 


| | Screens: a few variations on the 







| | | there's not enough there 


aê calmouth 
| neral rating: Part of what could 


be a good football game - as it is, 








ai THE dido cana e nai, or ANTI-MATTER 


D) 35 [ó, NS 






| + ' vi 
1 BR C f N E! or 
Sa aa ao 


V wo worlds — the mirror image of each 
other, touch in space through a 
Time-Warp. 


(O) ne is positive, good, familiar — our World; 
the other is negative, evilyet unnervingly 
familiar. 


Ea heir interface — a time window through 
which objects and beings can pass; 
contact has resulted in the beginning of 
- exchange. 





Iv estore our World — stop the invasion, but 
do if now, for as the exchange acceler- 
ates, the time window grows larger — 
domination is a hand! 


STARTLING ACTION - INNOVATIVE GAMEPLI PLAY - STATE OF THE ART GRAPHICS 


SPECTRUM 


 £7.95 
DOMMODORES  - 


£8,95 ese À 
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was going to be Match Day but 
with more moves. Unfortunately 
"the author seems to have a | 
a much time concentratir | 


CRITICISM 





dad 
; screen the speed, energy and | 8“ Ho hum it looks like IMAGINE moços ovés and fotures, bu EU ca e 
torpe Imagine force factors of the player you're | have tried to better Match Day - forgot a game also 
etail Price: £7.95 currently controlling are shown. | and intheory this is superior, but gui br sr rá found it quite 
Author: D J Anderson The player nearest the ball is the | unfortunately in practice the | unplayabie. | also found loads of 
| one you control and this is indi- pane a Dom md unresponsive, which wreck play com- 
ere's another way to play | cated by a halo appearing above rolling player uses a | pietely. For instance when you get 
football wittrodt getting “hs hond. When free kicks or cor- | set of joystick waggles or key | fouled, if you choose the fouled 
covered in mud and sweat. | ners are to be taken the screen | presses that would be better player to take the kick (a reasona- 

In fact you don'tevenhaveto leave | flips to an aerial view of the pitch | suited to a fighting simulator, | bile request, | thought), everyth 
the comfort of your armchair to | and the oia can be riQuaa ara ne gt Nara locks | as the player 

id it pp Weill not ; up off the floor 

“the start the player has to told'to. To my mind, this is tdo slow 


Up to eight players can be con- 
trolled atonce. beberam 
di tl Tao 

ng 
number of people Clay 


ng: Soccer 
partiy determines the mode of the 
a elos | 


match — you can pla 
ment or just have a single 
There is even a practice optior 


the player can perfect control pe | 
the team. Games can range from | 
just ten minutes duration right up 


to half an hour. 
The screen's starts off green, 


but if you find this a lite rough on | 


the eyes then the pitch colour can 
be changed at will, as can the col- 
our of team strips to make sure the 
players show up property on the 
screen in your new colourscheme. 
The main screen shows the 
pitch ec scrolls left and rigl 
with the action. At the top of 









The reF's awarded a free kick 


about using a cursor. 

The footballers on screen are 
capable of performing a wide 
range of complicated manoeuvres 
accessed from keyboard or joys- 
tick, and effort spent mastering the 


| controls will pay dividends once 
| Serious play begins. Like all seri- 
| ousf 


Pros ers, you have to be in 
ning! 


Fhis is where the action is. Looks like another goal is on the 
way and Everton are ac thrashing Manchester United 
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some time. Graphically Su 


| Soccer is « e 


characters are nicely animated 


| but there is so much colour 


Clash that the effect is spoiled. 
The sound is on the whole quite 
+ With a lovely tune on the 


e screen, but the effects dur- | 


ing the game are a bit lame. ”. 


0 “Im really disappointed with 


this. The ideas that are set out in 
tha inlay fooled me into thinking it 





to be any fun to play. Not real! 
Super Noarto 


à cce, more like 
Good Soccer. " 


O “ Why has somebody reprog- 
rammed Match Day, taken out the 
good bits, and replaced them with 
bits that don't work properly, and 
then called it Super "Sosceis The 
den are dated, and the way 

game is obviously supposed 
to fit together hasn't worked. The 
speed, energy and force bars con- 
tribute little, and the sound is fairly 
poor — there's nothing more than 


| - whistles during the game. A good 


“Jongtime on, and Idon'tthinkthere 
aro any notabte improvements. 


4 | Givé me Match Day, any day. At | 
| least that was playable. “ 





Control keys: definable — up, 
down, left, right, kick 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: a little clash, but 
colour of pitch, strips and border 
definable 


Graphics: poorly animated 
characters — fenda to get messy 
Sound: odd little tune and plenty 
of effects 

Skill levels: three 


Screens: scrolling pitch and place | 


| Kick display 
General rating: Potentially a good 
football simulator, but falls down 
owing to too many inconsistencies 








Producer: Imagine 
Retail Price: E7,95 
Author: Choice 


he sun has got his hat on, 

the birds are merrily flying 

around doing birdie type 
things and there's nothing like the 
taste of fresh air — so what is there 
left to do? Yes, that's right, ring 
| your mates up “cause the the 
scene is perfect for a lovely lei- 
surely round of golf. 

Konami's Golf, as the name 
suggests, is a golf simulation that 
can be pla by one or two 
players, either in a stroke or 
matchplay game. The stroke game 
is probably preferable for new- 
comers, as the scoring system is 
based on the total number of shots 


course, instead of the traditional 
par system of scoring. In the 
matchplay format each hole is 
contested separately, and the win- 


holes. 

The playing screen is split into 
three separate sections, the 
largest of which is used to give the 
doller's view of the hole to be 


Bya-viegw of the entire course is 
| provided which alsó shows the 
fight of the ball after it has been 
struck. Above that, an information 
window gives an indication of the 
wind speed and direction, which 
hole you are attempting and its 
par, and the number of strokes 
already played. 


choose the appropriate club for 
the length of the stroke you intend 
to play. À guide to the different 
uses for the clubs available is 
given in the inlay = choose from a 
ed of 13. Ônce a nero IS 

by in your grip. you must then 
decide whether to hook, slicé or 
simply thwack the ball straight 
| down the middle. Hook makes it 















taken to complete the nine-hole | 


ner is the first player to win five | 


played. At the bottorn right a birds- | 


First things first; you must | 





right. Once all that has been sorted 
out it's time to decide the power of 
the shot. 

A horizontal bar at the base of 
the screen contracts and expands. 
The strength of shot is propor- 


tional to the length of the bar when 
the fire button is pressed, Relax 
and. watch the flight of the ball in 
the overhead window... untilit's 
time to start the process all over 
again, 

































swing to the left and Slice to the | 















O “Aagh! Another golf simula- | 


tion; | can't stand it. Nobody in 
their right mind should want to 
ct ni 
- ts a E) 
(Okay = | know one's esod done, 
that was boring too), or going to 


| Konami's Golf is the most appe- 


aling golf game around on the 
Spectrum at the moment, but it 
still isn't worth more than three 
quid — and even at that price | 
wouldn't like it. Graphically K 
denied eg da aros 
good-a graen perhaps, 

generally fairiy well done." áúi 


O “Two gol g in one issue, 
at least one of them must be good 


"—butalas no. Konami's Golfis cer- | 


tainly one of the most playabls golf 
simulations around. It's very easy 
to get into. The graphics are well 
drawn, but in some E seem 
out of perspective. is a bit 
scarce, but it doesn't matter in a 





| game of this type. Konami's Golf 


contains stacks of líttie features 
that enhance it and make ft much 
more than a “hit and hope' prog- 
ram. One of the best golf simula- 
tions on the Spectrum. ” 


O “Well, it's not all that bad. At 


first | was going to be really cruel | 


to it, but, after a bit of persever- 
ance it tumed out to be almost 


“may 


let, Pni 

















ne 
“ethos 
cr Eos 











enjoyable. The two-player mode is 
much more interesting, but bore- 
dom still sets jn after a short while. 
The graphics aren't particularty 
good, and the whole thing seems 
to lack that certain something 
which would make it into a really 
fun game. Ifit was a cheapie, then 
it'd be passable, but it's 
not, so its not. Not incredibly 
amazing, but there ya go." 








COMMENTS 


Control keys: Q up, À down, O 
ht, SPACE fire 
sk: Kempston, Interface 2 

Use of colour: black players on 

reen field 

raphics: not very detailed — 
functional rather than decorative 
sound: a líttle tune at the start 
Skill levels: one 
Screens: one 
General rating: Incorporates 
most of the features of the sport 
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Producer: Ocean 
Retail Price: E7.95 
Author: Roy Gibson/ 
Canvas 
last years more unusual 


Hs: immortals it seems 


aren't just the stuff of rumour or 
legend — they actually exist and 
roam through time in an endless 
battle with one another. Ultimately 
“there can be only one”. 

Highlander the game is based 
on just one element of the film — 
the sword fighting sequences, 
During these, the hero, McLeod, 
has to confront and kill three other 
immortals. The only possible 
method of executing an Eternal is 
to behead him, 
MecLeod's aim when he faces 
| opponents. The immortal who 

finally triumphs bacomes the hol- 
der of “the knowledge”, and con- 
sequently the saviour or destroyer 
of the word, 

The game can be played in two 
ways: you can be MeLeod who 
must fight against a series of 
sta competent com- 

ematively two players 





petitors. 
can fight each other in a haad-to- 
head, one playing MeLeod and the 
other taking on the character of 
one of his adversaries. 

Each of the three levels is loaded 


McLeod to try to decapitate. The 
first section features Ramirez, the 
least skilled of the immortals. Fizir 
is the second opponent = an 


knowledoe'? 
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HIGHLANDER 


ighiander is based ononeof | 


and this is 


separately and has a different set- | 
ting and a different immortal for | 





ancient and skilled contender who | 


is malicious and uncompromising 
in his fighting. MN his head is 
removed then f's on to the final 
level which is set on rooftop in New 
York where McLeod faces the 
most deadly of all the immortals — 


| the dreaded Kurgen. Kurgen is the 
most proficient swordsman of the | 
evertasting fratemity, and killing | 


him confers the “knowledge” onto 
McLeod and the World is safe 
again. Failure however has disas- 
trÓUS CONSEQUences ... 

McLeod has fourteen different 
sword fighting moves at his dis- 


| posal, accessed in traditional beat 


“em up style, McLeod can move 
night or left across the screen and 
can attack or retreat, crouch down 
or leap into an attack position 
ready for the kill. Most of the 
fighting takes place with MecLeod 
imastanding position. In this posi- 
ton MeLeod has two defensive 
moves to protect his neck and 
body along with six attacking pos- 
tions. In the kneeling position 
there are three attack modes 
aliowing McLeod to defend his 
neck, head and feet. 

Energy bars at the bottom ofthe 
screen indicate the status of the 
two combatants - fighting and 
taking hits costs energy while rest- 


“ing restores it slowly. 


CRITICISM 





O “Highlander is yet another trite 
beat 'em up. This time your | 






The Final scene, wiliMeLeod decapitate Kurgen and sarn 'the 


| SOU 





Fixir gets the better of you as you battle it out in the under- 


ground car-park 





weapon is a sword so you can 
hack off the head of your o - 
nent. The tie-in with the film (the 
head-hacking sword) is so 
vague that if may as well not 


| exist, The game itself isn't really 


state-of-the-art. R is very easy 
to get bored with hack 'n slash- 
ing, simply because there isn't 
enough variation. Graphically | 
am disappointed; the charac- 
ters are colourless, chunky and 
badly animated and the 
backgrounds are unvaried. The 
is less than good - there 
are no tunes 
effects. Highlander is not a good 


game." À 
BEN 


O “Highlander was one of my 
favourite hims of the summer, so 
urge OCEAN grabbed the nights to 
the computer version | was sure 
that they could make a great com- 


| puter game out of it. To make the 


cando PPP ATORES a ada na jo 


and very few | 


game like the film ocEaN should 
have gone towards an adventure/ 
arcade scenario. As it is, | find it 
totally boring and quite unplay- 
able. The graphics are very simple | 
expanded  sontes and the 
backgrounds contain a bit of col- | 
our. They don't look very impres- | 
sive. Pity it's not as good as the 
film. 

PAUL 


O What FAT graphics! Not some- 
thing we see that often on the 
spectrum! That was the first thing 
that struck me, and the second 
thing was the fact that | found it 
very difficult to win a battie. No 
doubt l get better if | practise, but 
irankhy, | can't be bothered. High- 
lander is more than a tiry bit bor- 
ing: despite the fact that there is d 
reasonable variety of moves, not 
al of them seem to work properly. | 
| cant understand why MeLeod 
tums into a blob, liquidises, and 
throws his moltgn form at Ramirez, 
Highlander isn't one of the best 
games around. doesn't appeal 


to me.' 
MIKE 


COMMENTS 





Control keys: Player One—W up, 
Dright, X down, A left, 5 fire; Player 
Two-Uup, Mdown, Kright, H left, 
J fire 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: bleak; mainly black 


- and white with a coloured border 


Graphics: extended pixel 
graphics which look blocky and 


— awkward 


Sound: spot effects notman 

Skill onto ras js jo 

Screens: one main screen on 

each level 

General rating: À di inting 
ne that Dears little relevance to 








º More adventures from | the Arcade Sensation.e 


ANOTHER 512 ALL NEW! 
ALL ACTION! SUPER SCREENS 


Did you e the no, 1 1 Arcade 
Smash Hit of 1986 - Gauntlet? If not, 
you certainly should have. If you did, 

then you'll be delighted to know that o, 
can play another amazing 512 levels vit o 
tua ape: add on. 


CBM64/128, SPECTRUM A ASNDSK pipe e MSX, ATARI 
| E a £4.99 cassette 
CBM64/128, AMSTRAD, ATARI, £6.99 disk 
SS — ATARIST£12.99 disk ATARI 


US COLD LTD, UNITS 2:23 HOLFORD HAY HOLFORD, BIRMINGHAM B6 FAX, TEL; 021 356 338 GAMES 





Producer: Hewson 
Retail Price: £8.95 
Author: John Phillips 


E all games were very popular 
Do during 1986. Hewson kick off 
* the New Year with a game of 
this type, written by a newcomer 
to the rum gramming 
scene. spherical 
scenario In aball, features a 
ball travelling through a 3D scrol- 
ling environment, 
is particular bounci 


pr 
1 tatest 


ridors, which become progres- 
sively more cluttered with obsta- 
cles. Cylinders protrude from the 
floor and celling and must be 
knocked level with the surface by 
bouncing onto them. The game is 
ptayed against the clock, and the 
status area keeps track of the 
number of cylinders remaining, the 
amount oftime leftto complete the 
current level and the score so far, 
Left to its own devices, the ball 
bounces up and down on the spot 
- ing fire increases the height 
| of the bounce up through the four 
levels available, while reteasing fire 
allows the bouncing to subside. A 
shadow under the ball helps you 
| its position in the coridor 
the height of the bounce when 
- manoeuvring. Bouncing the ball 
“| into stationary objects causes it to 
| rebound = unless you choose a 
deadly artefact, in which case one 


|] 
Ruil 
l 


CYLINDErS 
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balihas | 
to be negotiated down eight cor- . 


ofthe four lives available is lost and 
the ball returns to the start of the 


| Current corridor. After an untimely 


death, cylinders that have been 
dealt with don't have to be tackled 
again — play resumes with the 


jects in the corridor remaining | 


as they were when your ball burst. 

Life as a cylinder-bashing ball is 
complicated by deadly spikes and 
murderous plasma fields. Spikes 
tend to live on the top of poles — 
bouncing into a pole has no harm- 
ful side-effects, but the spiky orbs 
themselves are definitely danger- 
ous. Plasma fields can be statio- 
nary or may move around, follow- 
ing preset patrol patterns. Fire 
bolts appear after the first level, 
leaping into the air at regular inter- 
vais from either the ceiling or the 
floor. 

On the plus side, magic rings 
appear on the floor and ceiling. 
Bouncing into one while it is flash- 
ing earns some extra time on the 
current corridor, but once the 
magic power has been extracted 


the ring joins the spikes and | 
plasma, becoming deadiy to the | 


touch. 

Points are scored for cylinders 
that have been d and for 
travelling down the length of a cor- 
ridor: an extra life is awarded for 
every 5,000 points collected. 
When all the cylinders on a level 
have been destroyed it is possible 
to cross the finish line — you then 
automatically flip up to the next 
level where the going gets even 


tougher. R looks like 1987 is going | 


to be a busy year for spherical 
heroes ... 


e“ "Oh no!" | hear you cry 'Not 
another bouncy ball game”. 
Don't fret — this is different. It 
really does appeal to me = there 
isn't a scenario, but who cares? 
This is compelling enough with- 
out any plot. Graphically Impos- 
saball |s very original. The play- 
ing area is superbly drawn, the 
scrolling is excellent and there 
is no colour clash, The sound is 
also very good, with a multitude 
of effects = and the tune on the 
title screen Is worth listening to 
which is more than can be said 
for most title tunes). Another 
ace from HEWSON. " 

BEN 


6" Hewson have always come up 
with original and good games (with 


il | 


Fi! iii ZEH) 


"UI 


MI] 
Hino 


the exception of City Slicker) — 
iImpossaball is the icing on the 


| cake. o would say thai 


this is one of their most inviting 
products. The colour is cleverty 
used and avolos attribute prob- 
lems. Unfortunately the sound is 
limited, but it serves fts purpose. 
impossaball is very easy to get | 
into, and extremely playable. As | 
with Most HEWSON games, it is very 
addictive and good fun to play. 
Hewson have done it again. You'll 
be playing this one for Si 


0" | must confess that this one 
didnt really grab me, but the 
smooth, interesting graphics con- 
vinced me that it was worth play- 
ing a little bit. Indeed it was! 
Despita the slight boredom of the 
first few games, Im ball 
really kapt me at it for a long while, 
There is more to this than simple 
arcade reactions (though these 
are a major part of the gameplay), 
a bit of brain-power iz also called 
tor. The combination of these two 
elements makes the game highly 
addictive and well worth getting. 
Recommended. " 1 
MIKE | 


Control keys: Left/Right-handed 


| options = GO left, W/P right, PO 


“into' screen, L/S 'out of” screen, 
MIM fire 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: effective 
Graphics: smooth scrolling and 
animation, neat inertia effect after 
collistons 

Sound: good titie tune and tidy 


| effects 


Skill levels: one 

Screens: vd serolling levels 
General rating: An original, addic- 
tive game that is more than just 
an bouncy-ball program 














AGENT X 


Producer: Mastertronic 
Retail Price: £1.99 
Author: Steven Tatlock 


mad professor has run off 
| with the President of the 
» mm United States, planning to 
brainwash him and start World 
War Three. Agent X, being the best 
avallable, has been selected by 
the World Powers to make a 
rescue attempt. 

The four stages to the mission 
are loaded separately from the B 
side of the cassette. A window 
below the main playing area 
shows the trenchcoated figure of 
Agent X on a path that leads to a 
tombstone. Each time a mistake is 
made the figure takes another step 
towards the grave, but Agent X 
gains a little bit of life force when a 
| new stage of the game begins. À 
| vertical bar on the right-hand side 
of the screen indicates how close 


our hero is to completing the cur- | 


rent section. 


Agent X starts out at the wheel | 


of a car which travels along a 
diagonalhy scrolling roadway. This 
| velicia is under continual attack 

irom other road users who try and 
nudge it imo the kerb or trap àt 
behind obstacies. Being a Secret 
Agent's car, ft is capable of leaping 
into the air to avoid crashes. At the 
end of the road the car stops out- 
side amine ... 


Soc DO sá E = tas 8 DES 


BIRAEIN 


littia figure gets a bit closer to that 
tombstone. 

Level Three finds Agent À inside 
the professor's lair. From the sec- 
urity of a fortified compound, the 
mad scientist huris missiles at our 
hero. Obi ara propelled 
towards the agent from eight 
doors at the back ot the screen 
which open at random to disgorge 
a projectile. À cross-hair sight is 
moved around the screen to target 
Agent X's gun, and the professor's 
projectiles have to be shot out of 





In the mine, Agent X Is seen for 
lhe first time in all his glory, com- 
plete with trench coaf, drooping 
fag and pork pie hat. He's on foot 
and makes his way along a hori- 
zontalhy scrolling tunel, jumping 
over runaway trolleys that trundie 
along the floor. The professor's 
evil minions approach from the left 
and night and must be kicked or 
punched out of the way — if they 


get their blow in first, Agent X |5 | 


sent flying off the screen and the 


the air. When the bad boffin's 
stock of missiles is exhausted, you 
get a shot at the evil kidnapper 
before moving onto the final level. 
To conclude the mission Agent 
X has to fly a helicopter through a 
cave system avoiding missiles and 
crusher bars that move, pincer- 
like, from floor and ceiling. The 
cave opens onto the sea, where 
the professor has constructed a 
series of platforms from which his 
henchmen launch themselves 





|| 

















using jetpacks. They do their best 
to blow our hero from the sky. At 
the end of the scrolling sea there is 
a platform which contains a bomb. 


back through the cave network, 


deposit the device on the roof of | 
the professor's HO, and then fly 


back out to sea to avoid the blast, 


CRITICISM 


6 “ Perhaps this isn't one of the 
most original budget games 
ever, but kt is certainly one of the 
best. "'m impressed with this: 
has everything a game should 
have = my onhky moans are that it 
db Mood tdo y to completa 

In. The Graph predio 
pain. The g cs are a a 
mixed bag really: the first few 
sections are excellent, but after 
these the graphics start to get a 
bit ihfy. Ta dona is the best iea- 
ture. The title music is without 
doubt am | the best 4BK 
music around. The effects aren't 
bad either. For two quid you 
NE Di O 


| O “il seems to me that MASTER- 


TRONIC ave now established 
themselves as one of the top 
software houses in the country. 
elo continually come out with 
wel polished producis at an 
arfordable price. Agent X is 
another bit of fun software: its pre- 
sentation is great and tha game Is 
piayable amd addictive. The 
graphics are some of the best 
budget type around and contain a 
good mixture of colour. Agent X is 
not initialy addictive, but after a 
we | found myself rewinding the 
tape without complaining at the 








na e DE E o e CO o pela Ap 


multi-load. Even if it is fairty easy to 
get past the first two levels, the 
game is fun to play and is great 


| value for money. Well worth buy- 
Agent X must collect the bomb, fly 


ing, if only because it's a bit difte- 
rent from the norm. 
PAUL 


O “ Wow! For 21.99, this has got 


“0 much content. The da are 
| all fairhy neat, but | dish 


e the need 
to continually restart and reload. | 
suppose it's unavoidable, but It is 
alittka bit more frustrating to die on 
a multi-load game than on a nor- 
mal óne. For the money, Agar 
a crucial purchase, because with 

out it you miss ali the fun! Loads of 
content, in some very different 


| games, all of them very well done. 


Worth every penny. 
MIKE 





Control keys: OQ up, A down, O 
left, P right, M fire 

Joystick: Kempston, Cursor, 
interface 2 

Use of colour: a bit restrained 
Graphics: good detail and anima- 
tion 

Sound: amazing music at the 
start, okay effects 

Skill “one 

Screena: three =crolling play 
areas and the shoot out screen 
General rating: À great piece of 
budget software 
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Producer: Ocean 
Retail Price: E7.95 
| Author: Denton Designs 


E Basa parallel - a universe 
“e” that is under the control.of 


dação Sumink has been wait- 
ing for the opportunity to cross the 
dimensional divide that separates. 
the two universes so he can begin 
a new program of conquest ... 

- Then, one day, a student work- 
ng in an advanced physics 
research laboratory umwittingly 
provides Sumink with his chance. 
An experiment damages the entire 
space/time continuum, throwing 
the two parallel universes into an 
unstable state and creating gate- 
ways that allow objects and 
people to pass from one universe 
to the other. 





| The lab in which the fateful 
| experiment was conducted con- 
tains sixteen rooms and a giant, 
tunnel-lke particla accelerator. 
Suddenly has become linked to 
the equivalent laboratory in 
Sumink's universe. Objects from 


become unstable and changed 
places with their counterparts in 
the “anti-universe”. The first step in 
restoring order involves stabilising 
these objects and returning them 
to their rightful locations. 

You control the student whose 
experiment caused all the prob- 
lems—heis represented by a flying 
lab coat and is equipped with a 


energy-sapping monsters have 
been created and they lurk inevery 
location, regenerating themselves 
endlessly until stability is restored. 
Rooms in a universe are linked 

| by whiring vortexes — the screen 
fips to the next location when the 
 coat is moved down into a vortex 
| white fire is pressed. To gain 
access to some rooms, the stu- 
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a distinctly evil being by the name | 





locations in our universe have 


gun. Just as well, as a horde of 





| dent has to travel through the cyo- 


lotron itself - which contains 
energy-sapping atomic particlas. 


ea | The status panel includes a read- 
da, ur normal, stable universe | 


Out that monitors your energy 
level: there's only one life in the 
game and energy must be con- 
served as it can't be boosted. 


Periodically, the main display | 
dissolves and reforms as the two 


universes interchange. À pointer 
indicates which universe is cur- 
renthy occupied — a plus sign rep- 
resents our universe and a minus 
sign Sumink's. This pointer slides 
along a scale when a shift between 
universes is imminent. All the loca- 
tions in one universe are contained 
in the other, but as the universes 
are mirror images of each other, 
moving left in one universe is equi- 
valent to moving right in the other, 


| and vice versa. 


Sixteen electrons = one for each 


of the sixteen pairs of locations — 
move up and 
he status area. Restoring order by 


retuming alithe objects thattravel- | 


tad batween the universes to their 
correct places causes the dancing 
electrons to move in harmony and 
a a sine wave on this read- 
out. 
When the student enters a room 
a palr of lights under the electron 
display show red if the room is 


unstable and green if it is stable. | 


One item can be carried at a time, 
and picking up an object causes it 
to appear in a window on the 
status area. The indicator lights 
then remain red until the student 
takes the object to the room in 
which it belongs. lf the lights tum 
red again when the object is drop- 


| ped, ithas been placed incorectiy 


and must be gathered up and 
repositioned. 

The colour of the object held 
changes to nbr ts stability, 
moving throus e spectrum 
from ló flashing white. 
Stability can be nora gradu- 


mun in a window in | 





aly br shooting monsters or 
instanthy by touching the sparkdi 
cloud that wanders through eac 
universe — these clouds also act 
as portals between the two worlds. 
A stable object is retained when 
the universes interchanga, but the 
moment it is dropped it becomes 
unstable again unless it is placed 


in its proper position. It's no use 
just picking up an object and wait- 
ing for the universes to change — if 
the flip happens while an unstable 
object is held it is automatically 
swapped for its counterpart, 

Hestoring stability is only the 
first part of the game. Once every- 
thing is ship-shape it's time to deal 
with the threat posed by Sumink 
himself. Entering the negative uni- 
verse you must do battle with the 
evil wartord ... 


j j 
| 
] 
] 


6 “| was impressed when [ first 
saw this = à is based on a realiy 
good idea. However, after quite 
a ele cd realised that Double 
Take didn't really grab me in the 
right places. Tha gameplay isn't 


| really compulsive, so you can 


find sf getting very bored 
after a short time. On screen 
everything is excallentiy done. 
Al of the characters are per- 
fectly animated (especialhy your 


jacket), and the backdrops are 


standing. This game isn't quite 
my cup of tea = | found K got 
monotonous. " 


6 “Denton DESIGNS seem to have 
got their act together again and up 
come vp with a really good pro- 
duct... | think! The graphics are 
well above average - colourtul and 
detailed. The sound is good but 
onty piays once on the title screen, 

ich you never see again after 


| you've chosen your options. The 


animation is very smooth and fast, 


and thankiuly the coliision detec- 
tion is accurate. Unfortunately, | 
found the é tacked the sparkie 
that could keep me addicted to it 
pino | can see that Double Lie 
will appeal to the graphically- 
minded among you, but | found 

actual game boring to play. " 





O “it certainiy looks as though 
DENTON DESIGNS have got things 
together » a The graphics on 
Double Take are excellent, with 
loads of colour used (and most of 
the clashes are fairy discreeti). 
The instructions and gameplay are 
ie cpu but if you take 
imeto ra da ing the game 
undemeath is both playable and 
addictive. The place where Double 
Take most surprised me was in the 
effects.  Congratulations to 
DENTON'S for the spinning vor- 
texes, the screen changing, and 
the everso neat animation, 


Control keys: redefinable — up, 
down, left, right, fire; SPACE to 


paLse 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: attractive, and 
carefully done 

Graphics: impressive: tha usual 
DENTON's flair 

Sound: cute tune at the beginning 
with spot effects throughout 
Skill levels: one 

Screens: around sixty 

General rating: A very classy and 
original game that looks good but 
could get a bit monotonous after a 
while 





DIRECTOR 


ONLY AVAILABLE ON SPECTRUM 48K OR + 


Four lgagues - 20 teams each: 38 game season : Home & Away - FáLeague Cups : ErropeasVUEFA Cup 
Winnars Cup: Penaítios . Players : Moreie : Skol ; Fies Posilion : Segred : Concedad - Played : Coach : Youth 


Team ; Substitutions Sending ofês : Midweek games ; Mora than 1 week injuries : Free transters : Internationals 


European Tours : 3 Seveis . Manager Rating : E1,000,000 players : Printer opéion : À Reserves - Promotion - 
Aepgalion Mortgage - Save game Sponsoes - Full resuêts : Season tickets - Next game : Gate money: 
Tv carmeças : Crowd wolence - Manager approaches : Wesscs prof : Loaque Téles > and much more 


2 PLAYER SUPER 
LEAGUE 


Mary cf the above features but à teams can play In the gémea oe dierent divisiona- incâudis local Deriys 
LognvFrae Transtar & Cash Gettbemenis - Manager of the Month and Top Scorers League 


INTERNATIONAL MANAGER 


Qualiying groups ; World Cup: European Cup : Homa & Amemy - Match reports - Subestitution : Morais : Talent : 


Consistency: Caps: Age Availaboity - Suspension Injuries : Soored : Extra tim - Panalties : Save Game and Printes | 


option : and much mars 
RECORDS FILE 


Compatible with atos! any league table ; Enter your end of season data and it works out: Bass bearas - Teams 


averages « Records: Tiba wins How many seasons played and other indormasion (THIS 15 NOT A GAME) 


PLAYING TIPS £1.00 


| EACH GAME 54.09 ANY TWO £9.50 ANYTHREE €14,00 ALL FOUR E1825 
ENCLOSE CHEQUE/PO & LARGE SAE WITH 20p ETAMP ATTACHED PER CASSETTE 


D & H GAMES 


19 MELNE ROAD, STEVENAGE, HERTS, SG2 BLL 


THE SUNDAY LEAGUE 





SPECTRUM 48K & 128K = €9.,95 
Available Mail Order by return from e 
Cases Computer Simulations Lid.,| 


14 Langton Way, London SE3 7TL. 
Tel: 01-858 0763. 


OA 





COMPUTER REPAIRS 
AND 









SPARES BY THE 









SPECIALIST 
COMMODORE REPAIRS £32.00 
COMMODORE POWER SUPPLY £25.00 
Aiso many other spares — prices on request 

All prices are inclusive of VAT 


While-You-Wait Service 
Call in or send your computer to;- 












































| Producár: Firebird 
| Retail Price: E1.99 
| Author: Conversion by 


| Probe Software 


arvey and his drinking part- 
ner Hamish Highball like 
nothing better than to slope 
off earty from work to catch the 
| Happy Hour in their local bar. After 
a few beers they start to become 
rather violent, and start scrapping 
| — their favourite occupation. Being 
| abitshort on brains, they use their 
pes Sopa and t : heads to 
tt iving davylighis out of 

| each other. 

The basic idea of this game isto 
oLi-manoeuvre your opponent or 
the computer. The screen is 
divided into horizontal sections, 
fers mon by no poça thecharao. 

move SWingindg W 
their arms rios Eni a chum 
can move vertically, by leaping 
from wire to wire. Às they move 
over the background it changes 
shade, and the two combatants try 
| to tum as much of the screen to 
their Gwn colour as possible. The 
idea is to isolate your opponent 
inside a zone of your own colour. 

There is a squigaly straws at 
“each side of the screen, one for 
Harvey and one for Hamish. 
| Cocktail appear in the playing 
area, and the more drinks a rotund 
fighter slurps, the higher the liquid 
level in his straw rises. 

When Harvey and Hamish col- 

lida, gi are both stunned for a 


HARVEY HEADBANGER 


| while By the impact, and start to 


move around the screen errati- 
cally, out of control. The more 


| booze you have in your straw, the 


quicker you recover from this 
dazed state and ifthe other boozer 
is still helpless it's possible to hem 
in in with your colour and win. 
There are five levels of difficulty, 
and the start level is selected 


before play begins. 


CRITICISM 


6 “rd go as far as saying that 
this is the most playable budget 
game | have seen to date. The 
Agi ra Ed pb 

does lack a little something 
graphically, but it's hard to say 
what. The sound is a bit lame = 
but there are a few tune-ettes 
and minimal effects. 'd say that 
this is well worth the couple of 


quid rinEBIRO are asking. Go out 
and buy it - NOW!” 

BEN 
O “What a weird old game this is. 


Ht took a bit otgetting used to, but 
! began to enjoy it when ['d finally 
discovered what it was all about. 
Harvey Headbanger is not as play- 
able as it should be, but with two 
players careering out of control it 
can become fun. The presentation 
is quite original, with lots of cutely 
presented instrictions and 
menus. lt would have been even 
better mith a friendly little tune and 


Frantic guzzling action as a couple of refreshing drinks 


appear for the hwo challengers 
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a well drawn title screen — but for 
two pounds ore carn't complain, 
can one?” 

PAUL 


O “I'd heard the Amstrad version 
had received acclaim, but from the 
brief and very unatmosphenc 
instructions (typical of FIREBIRD!), | 
must confess | didn't really expect 
any great things from its Spectrum 
counterpart. Nothing great was 
revegled to me on my first single- 
laver game, but everything 
me clear after having Played 
two-player. The pace isn't over 
fast, but it becomes very frantic as 
sq Es acabralg serto close to 
emming you in very simple 
idea on the part of mReBiaD, but 
well worth the two quid." 





MIKE 
o IES | 


Control keys: definable — up, 
down, left, nght 

Joystick: Kempston 

Use of colour: adds greatlyto the 
ptayability 

Graphics: good animation 
Sound: spot effects 

Skill levels: five 

Screens: one 

General rating: À fun, original 
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Producer: Mastertronic 
Retail Price: E1.99 
Author: Icon Design 


“Winijas aren't the sort of quys 
No want to bump into 
| | down à dark alleyway. Not 
onhy do they possess a rather 
nasty sword, they always keep a 
plentiful supply of Ninja stars 
about them, and if all that lot | 
doesn't get you, well, a swift kick | 
or punch should see you coughing 
up the 6!" expensive bridgework. 
Fortunately, the hero of this game, 
the Ninja, is the worst of the lot. 


| Golhg in and sorting out a multi- 


level temple positively bursting at 


| the seams with various aggressive 


types is the ideal way for him to 
spend a rather dull Sunday after- 
noon. 

The justification for this breach 
of the peace, just in case Ninja 
needs one, is that a low-down no- 
good bunch of baddies has made 
off with a collection of idols from 
the temple which Ninja supports. | 
Ha sets out to rescue the idols 
from the clutches of the blas- 


| phemers. 


Several flip-screen rooms make 
up a single storey of the temple 
and the hero has to kill off at least 
one idol-thief in each chamber. 
Only one baddie confronts him on 
the screens that make up the first 
level, but on the higher levels, up 
to three may come at him at once, 


| Moving vp a level causes the bad 


guys on the level vacated to regen- 
erate. ) 

Ninja has but one life but can 
replenish his energy reserves 
collecting idols. Five hits kill him, 
but he's some mean Ninja and has 
a full range of kicks and punches, 
É ppp E bd stars and that 
rusty 

Tra persa includes Ninjas, | 


|| Thugs and Karatekas. The yobs | 


take a different number of blows to 
dispose of, and fight in different 
Ways: Thugs wade straight in as 
soon as Ninja moves towards 
them, Karatekas are fairly aggres- 
sive, but the Bad Ninjas like to 
a back throwing Ninja stars. 
fer a Ninja star has been 
thrown, É lies at the bottom of the 


* Screen so a Bad Ninja or our hero 


can collect it = the hero can carry 
three stars at once. 

Points aré scored for salve ing 
idois and for eliminating baddi 
To win the game, the seven idos 
nave to be collected before Ninja 
bg his way back down to Level 


CRITICISM 





O “Ninja is the sort of game that 
would have been exceedingly | 
playable if onhy the program- 
mers had spent a little more time 
on it. The idea is there and is very 
good, but unfortunately the 
game gives an overall impres- 
sion of being unfinished. The 
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With a few more points in the bag, our hero puís the bootinto 


a thus 


gameplay isn't that impressive: 
| couldn't play more than a few 

goes without becoming com- 
sp bored. Beating up thugs 
is oniy fun when they fight back 
intelligently. The graphics are 
poor. The characters flicker 
around erratically and the 
backgrounds are boring. The 
sound is also below average — 
there are no tunes and the 
effects leave a lot to be desired. 
All in all, even with the low price, 
| wouldn't recommend this. K 
just isn't fun to play. ” a 












O “What a boring game this is, 
There is very dittte in Ninja that 
nould keep anybody excited for 
long. ltneeds very littte thought to 
“play the game= Ninja is just à case 
Of trudging around bashing up 
pixeis. The graphics are particu- 
larty basic and monochromatic. 


| colour but give a poor illusion of 
depth. Sound consists of basic 
“white noise" effects and no tune. | 
didn't find Ninja in the siightest bit 
addictive. The package contains a 
nice loading screen and many 
opions, but unfortunately dittle 


game. 
PAUL 


O" Ninja is a bad game. The 
graphics are very poor, similar 





The backgrounds contain lots of | 


characters may have been passa- 
bla on Fist, years ago, but notnow; 
the programmer couldn't be 
bothered to animate them prop- 
erty? No brain is required, beyond 
the ability to move and fire, but | 
- wouldn't complain about that if 
there was more content in it. There 
isn't though, so Fl just say don't 
buy it, even for £1.89 


Control keys: definable — up, 
down, left, right, punch 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: colourtul, but 
simplistic 

Graphics: simple, basic stuff 
Sound: minimal effects 

Skill levels: one 

Screens: 15 

General rating: À very average 
budget beat 'em up 


Pç io 
Playability 


Addictive qualítios 
Value for money 
Overall 





area. 





Producer: Atlantis 
Retail Price: £1.99 
Author: John Watson 


udget golfing is now availa- 
ble on the Spectrum from 
ATLANTIS who have taken a 


an overhead view of the playing 


Before a player may progress 
onto the green several selections 
| must be made: Pro Goif allows 
three different types of match play: 
championship round, single round 
- Or practice, and up to four players 
may approach the links together. 
Having selected the standard of 
play the next decision is between 
using a championship tee or a 
Metal tee, which goverms the 
length of the drives you attempt. 
The course itself is either Sun- 
ningdale or  Pebble beach, 
depending om which side of the 
casseitte is Igaded. 

GoW is played out in the open, 
and to add realism Pro Golfallows 
the effects of the elements on your 
game to be modified. The speed 
and direction of the wind may be 
selected and it can range from 
gusty to a steady gale. The ground 
can be wet, normal or dry, After 
the variables have all been 
| adjusted, it's time to pull on the 
Pringle jumper and head off on to 
tha course itself. 

The main part of the screen is 
taken up with an overhead view of 
the links and allthe normal hazards 
are present: trees, the rough, and 
treacherous bunkers. OWS 
placed over the course contain a 
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Large Graphics = Mystery 
sound > Cash 
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different overall approach, offering | 


into consideration the effects of 


"appears ona smailcompass at the 


48k SPECTRUM 
Fed up with ordinary fruit machine games? 
+ NOW : 
A fruit machine simulation with the most up-to-date features, 
sound and graphics 


FRUIT 2010 


& For fruit machine experts to fun playe 
“ The most advanced and realístic fruit machine di simulation 


FEATURES: Rsal reeis —- Gold Rush — Roulette-style-gamblie = £100 jackpot 
as = HIGH -speed Spinning Reels — Save Do 
ox — USES ALL 48K — 12 different fruits — 
Run — MULTIPLE ODDS - mulkti-colour = MAX. NUDGES - 


Number board 
PLUS LOTS MORE 
Please send £6.95 which includes P & P 


ROSSWARE (CR), 646 London Road, Wastclll, Essex 580 9HW 
FOR FAST DELIVERY 


Software from ROSSWARE 


PRO GOLF 














































graphic representation of the 
gofler you control, indicate the 
wind speed and the direction of 
the hole and show the par for the 
current hole and how far your ball 
has to travel before making con- 
tact with the flag. | 
Before the bal| is sent whizzing | 
across to the green a shot must be 
set up. First choose a club: woods 
from 1 to 4 are available and irons 
from 1 to 9 are included in your 
bag along with à sand iron for 
those embarrassing bunker prob- 
lems. After the appropriate club 
has been chosen, the direction of 
the shot must be selected, taking 





the wind. Moving a pointer that 
bottom of the screen alters the 
onemtation of your golfer. 

Finally, the power of the shot | 
needs to be adjusted on a scale of 
Zero to one hundred. 

The ball is hit by referring to the 
window that shows the player — 
time the shot so the ball is hit as 
the golter's arms swing around. 
When the ball is on the green, the 
screen fills with an enlarged ver- 
son of the putting green. The 
same set-up routine is used for 
putuna, but the power of shots 

s more critical. 


CRITICISM 





e “ Pro Golfis perhaps the most 
unappealing game that I've 
played this month. How can any- 
one expect a game based on a 
relatively  unpopular  spor 
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tamong young people anyway) 
that is programmed badly to 
| make a profit? I've always found 
| GoN simulations dull and this is 
no exception. Graphically Pro 
Golf is poor, the courses are 
badiy drawn with UDGs and your 
player looks as though he's 
been put through a blender. Col- 
our is used badiy, Okay so golf 
courses are green, but one can 
onhy take so much Spectrum 
green on screen before it all gets 
| too much. The sound is dire. 'd 
keep well away from this | was 
vou, there are a lot of better 
things to do with your money. ” 

BEN 
O “ivo had a few bad experi- 
| ences wilh golf simulations — 
although if pushed | can get quite 
interested in the game. Untoriu- 


nately Pro Golf is about what 'd 
expect from a budget priced 





Producer: Atlantis 
Retail Price: E1.99 
Author: Glynn Carey 


| he setting is a damaged anti- 

radiation bunker, crowded 

with survivors of a future 
nuclear war. Unfortunately these 
survivors are now trapped by fal- 
len debris and rubble. Alded by 
three specialist rescue droids, 
your mission is to get them out, 
tunnelling through rockfalis by 
shiiting boulders Boulderdash- 


style. 

Droid Number One is used for 
tunneling, Number Two automati- 
cally teleports survivors to safety, 
and Number Three can be used to 
clear obstructions. Control canbe 


game. This is very much based on : 
all the other SolÉ sinilafiche that o ndo da oçá 
have come out for the Spectrum = n er key : 


after al! there's not much that you 
can really do with the game. The 
graphics are as detailed as neces- 
sary and flick onto the screen 
quickly — but where the program 
loses speed (it's all BASIC) is the 
calcuiating of the other player's 
score. Pro Golf is fairiy gooo, as far 
as golf simulations go. At tha 
Dudgel price if Is as good as can 
expecied - but lher golf games 
never did arouse me. 

PAUL 


Owing to the high radiation 
levels, the once harmless MK1 
bunker maintenance droids have 
become vicious killers. They have 


O “ Yawwuan! The only reason 
that | might have loaded up this 
game expectantly would be df | 
placed my faith in the taste of Mr 
Headroom. W this is the sort of 
thing he's into, then maybe that 
explains his stuttering: he's so 
near to sleep that he can't contro! 
it. Forgetting Max for a moment, 
Pro Golf is Boring with a capital B. 
Presumably real golf bears no 
similarity to this at all, otherwise 
id have no fans! The business of 
hitting SPACE when the club gets 
vertical is unrealistic, difficult and 
frustrating, just like Olympiad '86. 
Pro Goifis the sort of game | don't 
like plaving. " 

MIKE 


large rocks to deal with... 


COMMENTS 





Control keys: O left, P right, 

pbgdeio select, SPACE mio ball 
Joystick: n/a 

Use of colour: lots of colour but 

rather unimaginatively used 

Graphics: poor UDG characters 

Sound: spot effects plus a tune 

Skill levels: one 

Screens: 36 

General rating: Probably not very 

Pd even ifyou like golf 

simulations . 
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SURVIVORS 





to be avoided at all costs, as con- 
tact results im à massive energy 
ioss for your droids = he mutant 
droits must be crushed ortrapped 


| fyourmission is to continue. 


There could be up to a thousand 
survivors trapped in the seven- 
level bunker and time is at a pre- 
mium. All the survivors on a level 
have to be rescued before you can 
continue, and the status area 
shows how mary humans have 
been rescued and how many 
de to be found on the current 
EV EI. 


CRITICISM 





O “Remember Thunderbirds? 
Then imagine it mixed with a fair 
splash of Boulderdash and 
you've got Survivors. Graphically 


this is about average: the 
backgrounds are drab and the 
characters lack detail. The 


sound is also a bit on the lame 


TIME 


RE aLUEO 
[4 [did E 


LIVES 


HISEDRE 


Fou start ouf with all three droids together and some rather 


SCORE 
Lili E E 


T AME 
ih i E. E 


RESCUEDE 


Ob 135 

LIVES 

HRISLORE 
Ca tata tata 


E. 
So 


em mg 


Six humans rescuod jand onty 135 to go on the current level) 
The clock is ticks away 


BUpei; NE r 


mam 


side and there are no tunes and 
| very few effects. On the whole 
Ed only recommend this to puz- 


long if you cant play it success- 
fully.” 
BEN 


O “ljust can't believe how gocd 
this game is! At first | thought it 
was just an average copy of Boul- 
derdash with a magnily routine — 
butSurvivors issmorein the style of 
Thunderbirds — requiring a lot of 
thought and planning. The lack of 
a joystick option makes little differ- 

ence, as the keyboard contro! is 
very responsive. The graphics are 
a decent size, and the c ra- 
tively small play area continually 
Springs surprises on you. It's 
excellent value for money, | just 
| hopethataTLANTIS Can keep it up.” 


O “Whats this? Is it a playabla 
game” Yes! There is a very promi- 
nent sense of Rockford"s Riot and 
Boulderdash in this, with all the 
jerky serolling, poor characters, 
falling rocks and tunneling, and 
oh, Icould goonandon... 
also inhernted the playability of RA, 
and theretore has a lot of potential 
at this price level, This is the type 
of game that could keep you going 
for a long time. In itself, Survivors 
isn'ta bad game, but the graphics 
and the retum to the star” bit 
knocks it down a bit." 


COMMENTS 


Control keys: O vp, À down, O 

left, P nght, 1,2, or3 to access 

droids, 4 and 5 to quit current 

do ENTER to pause game 
oystick: n/a 

Use of colour; plentiful 

| Graphics: undetailed with jarky 

| movement 

Sound: spot effects 

SKHI levels: seven 

Screens: large scrolling play area 

General rating: EU qa variation 

onthe Boulderdash theme with 

puzzle overtones 


qui 
Value for mo 
Overall ii 
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Producer: Mastertronic 
Retail Price: £1.99 
| Author: Binary Design 


his is BINARY DESIGN 'S second 
futuristic ice hockey game: 
Xeno was the first, and now 
Hyperbowl makes its appearance 

The action takes place in an area 
of space viewed from above. Two 
players attempt to propel a large 
| puck toward their O dido goal 

line by colliding with it or shootin 
It. A point is scored if the puck pas- 
ses over the line at the end of the 
pitch and two points eamed if the 
puck enters the central goal. 

The game lasts for five minutes, 
| Or until à player earns nine points. 
| When a player scores, play returns 
to the centre of the field with the 
scorer facing away from the puck 

At the start of the game players 
Select a ship from the ten available, 
Some move faster or accelerato 
quicker. Some fire homing shots, 
while others fire in a straight line. 

The screen shows a segment of 
| the pitch and includes a scanner 
which reveals the whereabouts of 
the ships in relation to the puck, 
This information is vital in the two 
player game — if your ship goes 
flying out of the game window, the 
onhy way to get it back is to use the 








|GUNSTAR 


Producer: Firebird 
| Retail Price: £1.99 
Author: Software 
Creations 


other Earth has been 
Ms A strange 
breed cf sophisticated 


deings from a distant planet over- 
whelmed the World's primitive 
Star Wars defence system and 
enslaved the human race. The 
| aliens seem to have settled in for a 
ong visit and life looks bleak and 
futile for mankind. The only hope 
for humanity lies in one final plan. 
Hidden away inside a nearby 
moon a research team has been 
concentrating on creating a totally 
new type of fighter craft. Just in 
the nick of time their experiments 
come to fruition in the form of the 
Pulse Fighters. With an expert 
team of piots know as the Gunstar 
Flest manning these small but 
powerful craft, the enslaved popu- 
lation can stage an attempt to 
 reclaim Earth. Time for you to step 
ARO 
There are five levelsto the game. 
The mission begins with direct 
combat as you meet waves of 
aliens on the vertically scrolling 
playscreen. After the alien fighters 
have been dealt with, fly through 
anasteroid belt, dodging the rocks 
until the alien command ship is 
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HYPERBOWL 


scanner displays = the window is 
always centered on the puck, 
Playing against the computer, 
there are three skill levels. |f you 
win a game, you go onto the next 
round and face a tougher oppo- 


| nent. Win five games on the trot 
| and you're the champ! 





O “Em not too pleased with 
Hyperbowl - it's another game 
which gives me the impression 
that it was rushed at the prog- 
ramming stage. The idea Hyper- 
bow] is very good although a bit 
more variation wouldn't go 
amiss. The front end is excellent 
but things start to get a bit tatty 
during the game. Controlling 


| de ship is relatively easy, but 


asting the ball about the place 
is tricky as it seems to move ran- 
domly no matter how precise 
your aim is. The graphics could 


have been improved 


greatiy: 
with only three objects they 
could at least look right... 
Given the price, this isn't a bad 
game but | couldn't play it for 


long.” 
BEN 





| encountered. To destroy the com- 


mand ship, its gun emplacements 
have to be knocked out and then 
t's on to do battle with an alien 
robot that is defended with... 
gun emplacements. Finally, the 
mission comes to an end when 
you dock with the Earth Mother- 
Ship and refuel the fighter ready to 
take on another wave of alien 
pilots and their fighters. 

Three Pulse Fighter pilots are in 
the Gunstar Fleet and at the start 
ofa mission the name of the Space 
Ace you control flashes on the 


| screen, together with a few per- | 
sonal details including his experi- 


ence, hobbies and the sort of 
Pulse Fighter he's flying. When a 
pilot dies you move on to the next 
Fleet member. 


The score amassed by dealing | 


death to aliens is displayed at the 
top right hand comer of the screen 
in the status panel along with your 
fual status and engine tempera- 
ture. An icon is highlighted to indi- 
Cate which pilot is currently in the 
cockpit. 


O “ Well this makes a change, | 
haven't seen a nice budget 
shoot 'em up for months. Itreally 


E 








's good fun gratuitoushy blasting | 


6 “The screen looks a bit plain but 
ihe scenario is good and the game 
is very playable. The presentation 
is excelient. Untfortunately the 
sound Is poor, The game lacks 
tunas and (5 accompanied by a 
few “Tutt tutt' noises. The nulos are 
very simple, and the pitch layout is 
not very complex. But this is what 
makes the game so adoictive and 


| exciting to play. The two plaver 


option is exceilent if you can find 








enemy fighters and dodging 
waves of meteors, but as it isn't 
difficult to become competent 


at doesn't take too long to 


completa and then it gets very 
very boring. Graphicalhy Gunstar 


| is pretty: the characters move 


about smoothly at speed and 
there are a lot of nice touches 
both during the game and on the 
title screen. Altho h there are 
no tunes, the sound effects are 
fairly good. This will probably 
keep you quiet for for a couple 


of days and I'd say that tis well | 


worth two quid. " 
BEN 


ES 


E 
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an “opponent of equal ability. 


| Hyperbowl is a perfect budget | 


game and well worth the asking 
Drica. Fr 
PAUL 


O “MastentroNiC have done a fair 
job with this one. The chance to 
select ships is very neat, and the 
whole game is very well executed: 
neat presentation with a good 
loading screen, nice packaging, 


O “Mmmm strange litile' game, | 
this one. For £ 1.99 AREBIAD Scam 
to have come up with the almost 
typical littie budget game. Gunstar 
comes with great presentation, 
with lots of nice lite spot affecis | 
and featuring good use of colour, 
The actual content is very minimal. 
Dut [still find it very addietive and 
fun to play. Maybe À is a bit like 
Moon Cresta, but what there is of 
the game is very well designed ana 
simply structured. If you wanta fun 
game for £ 1.99 then you can't go 
far wrong with Gunstar. Simple but 
afectivo, " 

PAL 





















| | five times its price," 


again. 





tand a highly attractive if sluggish 


titia screen — in fact everything you 
don't usually see in a cheap game. 
For £1.99, you get stacks of 


| gameplay, and lots of addictive 


qualities, à might become boring 
inthe distant future, but it has a lot 
more potential than many games 


"COMMENTS | 


Control keys: Player One: Q 

Accelerate, À Stop, 5 Rotate Left, 
DRotate Right, XFire. Player Two: 
IAccelerate, K Stop, L Rotate Left, 





| | ENTER Rotate Right, SYMBOL 


Fire. 
Joystick: Kempston, Cursor, 
Interface 2 
Use of colour: monochrome 
action area 
Graphics: a littla basic perhaps 
Sound: minimal 
Skill levels: three 

18: 32 
General rating: A very reasonable 
budget offering 





O "What a pleasant surprise: a 
really playable game. The humour 
is g00d enough to keep you play- 


“ing for a while and then the game 


itself ought to keep you going. 


'reeks of budget labeis but for 


£1.99 it does represent very good 
value for money. The high score 
table looks very DESIGN DESIGNOS- 
que although it lacks the original, 
amusing responses of Dark Star. 
The pilot details, although good, 
tend to be frustrating after half an 
hour or so and the pauses get a 
Httte agogravating. However it's 
very definitely the sort of game you 
just keep playing again and 


Control keys: definablo — up, 
down, left, night, fire 

Joystick: Kempston, Interface 2 
Use of colour: effective 
Graphics: some detail, quite fast 





Sound: the occasional spoteffect | 


Skill levels: five 


| Screens: scrolling play area 


General rating: À neat but unde- 
manding budget shoot 'em up 








SAS: OPERATION 
THUNDERFLASH 





Producer: Creative 
Sparks 

Retail Price: E2.99 
Author: Mark Rivers 


ere's a game that gives you 
tha chance to be an SAS 
hero — if you think you can 
handle it! You take the role of Rock 
Hardman, leader of a crack SAS 
squad, who's been chosen for a 
tough mission = in fact it's his 
toughest yet. A foreign embassy 
has been taken over by terrorists 
and hostages are being held. 
Single-handedly he must set this 
situation night. 






You move diagonally across the | 
| few effects and no tunes. All im 


screen, rotating quickly if a ter- 
rorist attempts to attack from 
behind. The embassy consists Of 
à number of rooms, al of which 
house a deadly terrorist, You make 
your way through these rooms one 

y ong, killing the terrorists as you 
go. Your enemies are aware of 
your position and make every 
attempt to see you off before you 
reach them, therefore it is impor- 
tant to eliminate them with your 
first shot whenever possible. You 
are endowed with four lives, one of 
which is lost each time a terrorist 
bullet hits home. 

The embassy |s a three-storey 
building, with movement between 
the floors achieved by Iifia. The 
hostages are randomly scattered 
about the entire embassy, and you 
must search them out and deliver 
them to safety while eliminating 
the terrorists. 

Thera is a time factor to be taken 
into consideration, represented by 
a system diminishing points, 
You start with a total of 100 points, 
one. of which is lost with every 
movement made. This total can be 
replenished by releasing hostages 
and killing terrorists, and you must 
have enough points left to escape 
when your mission |s completed. 





| oryoucan't. 
| are nasty so you've got to be 












CRITICISM 


€ “Wow! a good pisce of 
budget software = |'m surprised 
- |'mshocked-| like it. Operation 
Thunderilash is one of those 
games that can either play 
terrorists really 


quite quick on the draw. Graphi- 


| cally, this is the first poor filma- 


tion-style program that I've seen 
- tha characters flicker a lot and 
they arent really detailed 


| enough. K would also have been 


nice If there was more than one 
type of terrorist. The sound is a 
bit on the drab side, with very 


all, | still think this offers excel- 


| ent value for money, and | 


recommend it. ” 

BEN 
O “ Visually this game seems very 
attractive on the surace — but in 
reality it contains lite more. A 
closer look at the characters reve- 
ais that they are out of proportion 


| goes, 


in 


SUDGETES 





E SA = The St of | 
psopis is kept to the simplest 
form, and thus looks very dardo | 
found it very hard to get starteo, | 
until | discovered that it was just a 
case of "spin and shoot, with the. 
enemies posing no real problem, 
The keyboard play is very erratic 
and extremely hard to get used to. 
Nowadaves, if a 3D monochrome, 
arcade adventure wants to make 
an impression if has to be some- 
thing very = ly = even ai E2.99. 
Operation Thunderfiash holos lítile 
ponte A appeal. Not recom- 


PAUL 
O The characters in this game 
are pretty poorly drawn and ani- 
mated; the main dude looks as if 
he s two pixels thick — andif you're 
really lucky, you can see the other 
men through him! Variety is sadly 
lacking, as a lot of the screens look | 
very familiar, and most of the ter- 
rorists are identical in appearance. 
Shooting the opposition isn't easy, 
as they shoot as soon as, if not | 
before, you come into line with 


| them. hi you do get near them the 


chances are that one of you won't 
be going away! As far às value 
ation Thunderiash 
hasmt got much wrong with il. 
There are a lot of men to be shot, 
and, despite the fact that it looks 
very liko a cheapie, it might be | 


| worth checking out. " 
with the scenery, and somehow 


| COMMENTS 


Control keys: 5 up, E down, B 
back, Jtorward or Z anticlockwisa, 
X clockwise, M walk, K fire rotate 


| | left, Xrotate right, M walk 


Joystick: Kempston 

Use of colour: monochromatic 
Graphics: a little fiickery, unre- 
markabla 

Sound: spot effects throughout 


7 | Skill levels: one 





| Screens: fi 
General rating: À fairly respecta- 
| ble piece of budget software 
Presentation € 
Graphics Pei 
Encpipcancorençã 64% 
| Value for money B3% 
| Overall 63% 
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Producer: Code Masters 
Retail Price: E 1.99 
Author: Tim Miller 


I the excitement of hurting 
round on a BMX bike is 
brought into your living 


room by this latest offering from 
CODE MASTERS, the new budget 
specialists. This is a conversion of 
the Commodore game written by 
one of the company's founders, 
Richard Darling. 

-— À maze of oil cans, tyres and 
planks |s viewed from above as 
two bikes hurtle around its tortu- 
ous twists and tums. Each race 
consists of three laps of the 
course, which must be completed 
within a time limit. There are three 
controls, left, right and pedal, 
There are seven different courses 
in total, though you may choose to 
| only play over some of them. 


Hitting obstacies sends thehap- | 


less cyclist hurtling over the hand- 
lebars. The poor chap then wastes 
precious time mounting up and 
pedalling off. If the two bikes col- 
oe then the slower rider is thrown 
off. 

The contest takes place against 
the computer or another player. In 
two-player mode if both aveia 
get round within the qualifying 
time, they progress together to the 
| next race. H only one rider makes 
t, he takes on a computer oppo- 
nent for the remaining rounds. 
some comers are banked, and the 
riders can use these to help get 
round the bends. Tumin 
becomes more difficult as spee 
increases. 

acore depends on the time 
remaining at the end of a race. This 


accumulates from round to round | 


to give the final score. If there is a 
closely contested finish, à replay 
option can be selected and the 
race seen again in all its glory — 
even running the really exciting 
bits in slow motion! 


CRITICISM | 


6 “Sorry, but | don't really see 
the point in this. K's a boring 
game about a sport that went 
underground years ago. The 
only pleasure that | derived from 
this was watching the players 
fall off their bikes - they fly and 
bounce quite well. Other than 
| this BMX Simulator was a bit of a 





| deadioss forme. Thereisalarge | 


their road to success. 


| software, with many options and 
| superb presentation. Even though 


| places! Nevertheless, urged on by 


COMMENTS 


| Skill levels: one 








amount of luck involved, and | road Anprnativo 
never really felt like | was in con- biacta 

trol. There are plenty of good | Retail Price: £1.99 

budget games around at the | Author: Wyvern Software 


moment: I'd fork out for one of | 







those and stay away from this owzat! |s a two player cricket 
Iwas you," simulation with plenty of 
BEN options, presented on a 

series of menus. The first decision 

O “MastertronIC bj Sd to make is whether to play ona-day 


or first class cricket. There are six- 
teen county sides and seven test 
sides to choose between, 
depending on the level of cricket 
chosen, and if none of them meet 
with your approval names of your 
own choice may be input. pt- 
ing for an existing team calls up a 
squad of eleven players automati- 
Pa Some fine tuning is possible 
and when a team has been 
| finalised, its members are given a 
batting and bowling rating from 
one to ten. 

After the teams have been 
accepted, the computer randomly 


Simulator is a very polisheo bit of 


the graphics are mainly two-col- 
our, they o an excellent impres- 
sion of 30, The title tuna contains 
some good noíses, but they lack 
any co-ordination. Keyboard con- 
trois are kept very simple and very 
responsive. This is great fun to 
an, and perfectly priced at 


6 “The screen shots on the back 
of the package aren't particularly 
inspiring, and the tune on the title 
screen has neat beats and things, 
but in completely the wrong 


batting side has to choose the 
opening batsmen and conversely, 
the fielding side needs to choose 
the bowler. The screen then 
changes to show a birds-aye-view 
of the cricket pitch, the two 
| batsmen, the bowler and the ten 


the cries of fellow reviewers | went 
on, and WOW! — | was stunned, 
The idea is very simple, but the 
game is really quite playable. The 
screen shots on the inlay don't do | 
any justice to the detail of the 
graphics. CODE MASTERS have 
made quite a good job of this one 
- recommended” 

MIKE 





feiders. Fields y | be 
repositioned at any stage of the 
match. 


Control keys: definable — left, 
nght, accelerate 


tod did de the end of ef over the store 
dr mer | Card appears and the batting card, 
= of colour: drab and uninspir- | hs bowier'e pair nu | 
Graphics: good courses, shame innings report may be acces 
about the cycles Choose another bowler and the | 


match continues. 

The computer automatically 
tells you ifthe batsman has scored 
four or six runs, if the ball goes to 
the wicket Keeper or ff it's a wide. 
H the ball can be seen on the pitch 
after it is struck then it's down to 
you on how many runs you wish'to 
attempt. 


Sound: neat tune, but sparse and 
| ropriate effects 


Screens: seven 
General rating: Fun at first, but 
uniikely to appeal for long 

















CRITICISM 


O “ Howzat is truly a screamer. | 
wouldn't wish this on anyone, In 
my few years of games review- 
ing | haven't seen a sports 
simulator that has been as bor- 
ing to play as this. Some may 
argue that Howzat captures the 
strategy element of cricket, but 
R doesn't: selecting where on 
the field your fielders stand or 
whether to run or not isn't really 
alithere is to the great sport. The 


selects the winner of the toss. The | 


À theyintend paying E 1.99to use the 











graphics are dire: UDG charac- 
ters are used so there is a mul- 
titude of little stickmen on the 
| pitch, There is no sound but in a 
| game of this q Ywouldn't 
o id | away from 


O CALTERNATIVE SOFTHARE, mymim! 
Well it's certainly a bit different. | 
The game features a few realistic 
points like the grass being green. | 
was very disappointed at the 
amount of inaccuracies and bugs 
in the game. Fancy being able to 
play an England team against 
itself! At one stage Tavare was 
bowiing against himself. Or even 
Botham catching himself out. The 
bowler doesn't even get to the 
crease to bowl At least the 
scoreboard is pretty good = but 
vou're not playing the scoreboaro, 
are you? Another cricket game 
| bites the stumps. “ 

PAUL 


O “Howzat is a very, very boring 
me. More interest could have 
nadded with the inclusion ofa 
watch-the-grass-growing mode. 
I'm quite sure that no-one is going 
to find this value for y, unless 





































a end 





ET 


intay for something unmentiona- 

bla. The screen display is 
| sufficienthy garish to light a room, 
and the stick men graphics aren't 
even animated. ÁLTERNATIVE | 
SOFTWARE deserve large congratu- 
lations for producing potentialh 
the biggest failure ever. " ii 














COMMENTS 







Control keys: cursor keys to 
move cursor and individual keys to 
make selections 
Joystick: n/a 
Use of colour: white players on 

reen field 

aphics: very basic 

Sound: nothing much 
Skill levels: one 
Screens: menus plus the pitch 
General rating: Not much in the 
way of gameplay - formasochistic 
cricket freaks only 
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Within The Most Complex, Labrynthine Structure Known To Man Is The Alien Swarm, my 
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Producer: Activision 
Retail Price: 9.95 
Author: Steve Cartwright 


ts fourteen months since 

Hacker first graced the Spec- 

trum screen. Heralded at the 
time as a demanding and highly 
original game, it now has a follow- 
up in the form of Hacker |l. Once 
again it's been designed and writ- 
ten by Steve Cartwright, but this 

time on a much grander scale. 

| Your reputation as a computer 
boffin has prompted the United 
States government to seek your 
heip on a top secret mission. The 
CIA have discovered a plot by the 
| Soviets which could upset the 
balance of power between the 
East and the West forever. The 
details of their plan are contained 
inwhat have becomes known as the 
“Doomsday Papers". These are 
held inside a high security Siberian 
base. | is your task, with the help 
of three Mobile Remote Units 
| (MRUs — similar to those used in 
Hacker), to explore the base and 
steal the plans before the Russiars 
can use them. 

The complex security system 
which the Soviets have installed 
must be hoodwinked. For this pur- 
pose you control a device which 
can monitor their four thirty-eight 


channel security cameras. Video- | 
taping facilities are available so a 


that recordings can be made and 
substituted for the original security 
film. Using this method it is possi- 
ble to create extra time to man- 





HACKER Il 


| on this dévice | 
 pause, and a vital preview function 





Things are getting hectic: the fearsome Annihilator walks 


oeuvre, without being spotted by 
the security quards. Other features 
include frame 


for editing purposes. 

ts also possible to use one of 
the four monitor screens to display 
the area immediately around the 
MRU. Using this display it is possi- 
ble to map the complex, which 
aids exploration, The display reve- 
als the whereabouts of security 
officera and active monitors in the 
area. 

The screen controls are situated 
on a panetat the bottom of the dis- 
play. They are activated by moving 
an arrow over the desired option 
(using joystick or keyboard), then 


| pressing fire or the M key. The 


selected option is then highligh- 
ted. The animated graphics are 
grey on black (with touches of red 
and blue), and give the impression 
of monochrome monitors. 

One particulariy nasty Russian 
weapon is the annihilator. À kind 
of anti-robot robot, it hunts down 
and kills MRUs. This must be 
avoided, as your limited supply of 
MRUs is all that stands between 
the free world and disaster. 





CRITICISM 


Agoggghh = they said that 
Pd be safe from games like this. 
Well it looks as though this has 
got through the guards (it 


past Camera Two — time to make a strategic withdrawal? 


uefa"! 












| | sneaked through by hidi 
| | behind its arcade 4 


sequenceas). 
Joking aside, this is definitehy a 
better game than its predeces- 


“| sor as it contains more 'in- 


depth". plot. Unfortunately the 
game is not at all easy to get into 
so R didn't really appeal to me. 
The graphics and sound are not 
at all bad: the screen Is well laid 
out and there are some nice 
effects. However, I'd on 
recommend it f vou were a 
Hacker fan.” 


O “| raally loved Hacker, so | was 
really looking forward to the 





needs adjusting! Everything has to 
be very cleverly worked out, such 
as puling the video on the 
monitors to fool the security 
guaros. it's obvious that lots of 
thought has gone into Hacker || 

it was worth it its a 


| thoroughly enjoyabis and addie- 


tive game. ' 
PAUL 


O “Despite the excellent polished | 
exterior, | found Hacker lito be a | 


líttle lacking in the gameplay 
Stakes. The graphics are very 
good, and it's lots of fun getting 
used to (and playing with) the 
video recorder. It's a vast improve- 


Camera Two shows the MAU strollin g down one of the 


corridors in the complex 


sequel, and what an excellent job 
ACTIVISION have cone mith it The 
video machine is something you 
have to see — the amount of detail 
that has gone into it is amazing — 
but il's a pity they used the VHS 
mode! as the vertical hold often 


paga 








ment on its predecessor, but 


something's still not quite right..| 





The content isn't actually lacking | 


as there is plenty to do, but after a 
while spent playing it | found | got 
a bit bored. Colour has been used 


| excellentiy, and generally | find it 


hard to criticise any one thing in 
the program, but it does lack some 


"| | vitalelement that could have made 


tinto a smash hit." 
MIKE 


COMMENTS 





Control keys: O up, À down, O 
left, P right, M push button 
Joystick: Kempston, Interface 2 
Use of colour: basic but effective 
Graphics: simple effective 


| graphics which add to the atmos- 
| phete 

| Sound: atmospheric spot effects 
that vo a creepy and realistic 


| Skill tevels: one 
| Screens: one 
| General rating: a worthy 


seque! 
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MAGIC KNIGHT 





RIDES AGAIN! 


The saga of Magic Knight, the cute 
itile time-travelling haro created 
by David Jones for Spellbound, is 
not yet over. Magic Knight's first 
adventure involved rescuing his 
pal Gymbal the Wizard from a time 
warp. The time warp took it 

revenge, and dumped Magic 
Knight onboard the starship USS 
Pisces im the 25th century. In 
Anight Tyme, Magic Knight had to 


pareimdo the starship crew to take 
im to a planet with a convenient 
time machine before he could get 
back to his own time. 

On the way home our hero got 
tangled with a parallel universe 
and caused another Magic Knight 
(the Off White Knight) to arrive in 
Magic Knight's home town. The 
Off White fellow isnt a goody- 
goody by any means — he decides 


misapplication of magic, and he 
decides to take on the invading 
magicians. À level consists of bet- 
ween 50 and 100 rooms viewed 


from above - and start off 
dinto darkness. When Mer- 












| ê | 
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to set about subjugating (LMLIWWD) 
the masses and generally being 
foul and obnoxious. Naturally, our 
hero, righter of wrongs, doer of 
great deeds, and general all-round 
good guy, feels obliged to sort out 
the mess he's caused. 

The action in Stormmbrir 
takes place in four areas: 
Forest, The Caves, the Castle and 
Off White Knight's time machine. 
As in the previous Magic Knight 
games, our hero can manipulate 





the objects which he finds Iving 
around = the windowration sys- 
tem allows the player to Interact 
with the central character. 
MastERTRONIO intend to release 

th 48K and 128K versions ofthe 
game. The 128K version will fea- 
ture an impressive 64 rooms, 64 
objects and 18 characters as well 
as background músic, and at the 
moment David Jones is trying to 
Cram as much as he can into the 
48K program. 





JUDGE DREDD 


Another tia-n involving characters 
from the comic D is on its 
way — this time it's MELBOURNE 
HOUSES tum, and they are busy 
putting the finishing touches to 
Judge Dredd. 


The Judge is the tougl 
upholder of law and order in - 
City 1, the giant, sprawling met- 
ropolis that has grown out Trom 
New Tork and occupies the entire 
east coast of America. In the huge 
city crime is rife, and the perpet- 
rators (perps) are hunted down 
ruthlessly by the J 

Dredd patrols the city waiting for 
reports of crime, When a report 





donirrrrresa df 
NO 
CECCEES III had! 


dies 





comes through, he's got to make 
his way to the scene of the crime 
and deal with the perp. Depending 
on the severity of the crime, the 
judge shoots on sight, fires a warn- 
ing shot or tries tó take the perp off 
to the tubes' nice and pea ly. 
A spot of Iittering is not a capital 
offence, even in City 1, but 
Tap (mugging), Murder, or Stookia 
Glanding must be cracked down 
on hard. 

Should go down well with fans 
of the cartoon strip — while you're 
waiting for the game to be com- 
pleted, why not enter the compet- 
ition this issue ... 


Crato siugs 4 ou! mrth 2 gua-foting perp. The mbodoc hengs 
piece sr mrepnicaç oa tha remains 
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tia qa 4 


Experience the « iliration of big league bowling with outstanding graphics and a true ES Na 
perspective actiof view. - | 
Multiple levels of Play, 1 alistic pin action and automatic scoring make 10th Frame à bowling 

reality the whole family'can enjoy. You may even be tempted to invest in high time bowier 

7 | and shirt once you've become obsessed with this addictive game. 
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- cem Another smash hit from the creators of that simulation 
| sensation “Leaderboard”. 
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together wants to take him apart 
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Ccean Software Limited 
Ocean House - 6 Central Streer - Manchester MZ SNS 
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again to find out what 
The president E Nova Rob | 
to capture him before the we 
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And the securit 
blow hirm up so that 


no va dn 
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YOU are Number Five. YO! 
and YOU nave got to stay 1 





